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| REVIEWED! 
THE LEGEND OF ZELDA: 
PHANTOM HOURGLASS 


THE BEST DS GAME EVER? 


PREVIEWED! | 


THE BLUE BLUR IS BACK 
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Wii ROCKS! 
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Race island-to-island as Sonic or Blaze 
on a wild and dizzying hunt for lost treasure! Dive 
into deep sea caves, outrun an avalanche and battle 
with pirates as you blast through 14 action-packed 
levels with 100 unlockable missions! 





WIL 
Get vertical while pulling off 
tons of moves and tricks 


EVERYONE 


TM 
Mild Cartoon Violence 
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Battle Captain Whisker and Find 16 hidden islands 
other mega bosses filled with secret treasures 
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36 The Sky’s the Limit 
If you’re a fan of monster armies, sky 
pirates, and airships (and really, who 
isn’t?), then Final Fantasy ХИ: Revenant 
Wings is the game for you. 


42 Primed and Ready 
Bryyo got you bummed? SkyTown got you 
stuck? Check out our survival strategies for 
Metroid Prime 3: Corruption. 






Can we stop calling 


50 Go Far in Phantom пато 
Get in touch with your inner Link with our 
Phantom Hourglass strategy overview. 


54 Outside the Lines 
Nick Hagger, producer of THQ's innovative 
de Blob, fills in the blanks about his delight- 
fully quirky Wii title. 


56 Theater of the Mind 
Take an early look at the puzzle-driven 
mystery adventure Professor Layton and 
the Curious Village. 


62 Life Drawing 101 
Once you get a handle on Drawn to Life's 
character-creation tools, you'll be making 
your own little Chuck Norris in no time. 





* We'll just let the good 

70 Another Spi n professor explain his 
Get the first details on the Wii iteration of own game. 
Tecmo’s classic Rygar franchise. 


74 Defy Gravity This is an ^ altogether unique and 
Until we saw Sonic Riders: Zero Gravity in eciting si eels ions i 
action, we thought Sonic couldn’t go any 





faster. 


82 The Console Monologues 
Video games are no longer a boy’s club. 
We look into what women have to say 
about gaming. 





88 Summer of Smash 
Get up-to-date with the hottest news Á 
regarding Super Smash Bros. Brawl. 


90 ASlime Draws Near | 


Alittle bit Dragon Warrior and 
alittle bit Pokémon, Dragon 
Quest Monsters: Joker has some- 
thing for everyone. 
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"The game's physics are incredibly realistic ....' Sports Illustrated for Kids 
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FIRE EMBLEM DAWNS ON US; GUI- 
TAR HERO III KICKS OUT THE JAMS; 
RESIDENT EVIL GETS CHRONICLED; 
LEGO STAR WARS COM- 
PLETES US; NiGHTS 
TAKES A JOURNEY; 
DEMENTIUM GOES 
: Я ^ INSANE; SPIDER- 

See eem ана ‚==. AB МАМ MEETS NEW 

J а ; PEOPLE; NAPOLEON 
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Leather pants not 
required. But they're 
not prohibited, either. 


10 Pulse 
16 News = 104] 
PEE Nothing but blue 
There's big news on the Zapper front—get skies for Tiger | 
ready for some more love from the guy in this fall. 


the green pointy hat. 


24 Previews 
The fall lineup for Wii and DS is 
starting to come together. We look 
at some of the most anticipated 
titles. 


68 Wii Channels 
78 Power Profile 


Yuji Horii talks about his experience as a 
game designer. Somewhere, Alan is laugh- 
ing and he doesn’t know why. 
V'can‘t wait to 
86 Classified Info bea star on 
Our survey of Virtual Console codes contin- YouTube with 
ues, mainly so we can keep showing those this baby. 
cool manila envelopes. 


96 Playback 
98 Reviews 
108 Community 
112 Next Month 
113 Contacts 


We hope these fellas won't object | 


to our PAX coverage. Pg. 108 

















Master the signature jutsu Intensify attacks with the 
m of 20 playable characters! Wii Nunchuk style movements! 


Brutal 4-player 
multiplayer clashes! 








join Now at 
NarutoNintendoGames.com 


Also available October 
Naruto's first RPG on the DS! 


as seen on 
Cartoon Violence 





r "Ll Available October 2007! 
SHOVE mwani] OMAP E PTS Val a e с 0 ег и 


NARU’ 
Nintendo. 
(807) 





002 MASASHI KISHIMOTO. Game and Software ©2007 TOMY. CLASH OF NINJA ™ and © 2002 ТОМУ. PATH OF THE NINJA ™ and © 2007 SHUEISHA. Ali Rights reserved. 1", ©, Nintendo GameCube, Nintendo DS and the Wii logo are trademarks of 
2006 Nintendo. The ratings icon is a registered trademark of the Entertainment Software Association, CARTOON NETWORK and the logo are trademarks of and © Cartoon Network 












GAME TITLE 


07 COMMANDO | 
ADVENTURE ISLAND (VC) 





Apventures oF Loro (VC) 

Віоору Wotr (VC) 

Bonk Ш: BoNK s Bi ADVENTURE (VC) 

BREATH OF FIRE ЇЇ (VC) 68 
Сніві-Вово: PARK PATROL (DS) | 102 
ConTRA 4 (DS) 33 
COOKING MAMA 2: : 

DINNER WITH FRIENDS (DS) 18 
CRASH OF THE TITANS (Wii) 105 
CRATER Maze (V) 69 
DANCE DANCE REVOLUTION: 

Hottest Party (Wii) 105 
DE Віов (Wii) 54 
DEMENTIUM: THE WARD (DS) kr] 
DEWY'S ADVENTURE (Wii) ` 99 
DK JUNGLE CLIMBER (DS) 104 
Donkey Комс: BARREL BLast (Wii). 99 
DRAGON BLADE: WRATH OF Fire (Wii) 35 
DRAGON QUEST MONSTERS: JOKER (DS) | 90 
DRAWN то Lire (DS) 62, 105 
ОҮМАМІТЕ НЕАрОҮ (VC) 87 
FIFA 08 (DS) 102 
FINAL FANTASY Xll: T 
REVENANT WINGS (DS) 36 
FIRE EMBLEM: RADIANT DAWN (Wii) 24 
GAtAGA ‘90 (VC) 69 
бнош "м GHosts (VC) 69 
GOLDEN Axe (VC) 87 
Guitty GEAR ХХ Accent Cont (Wii) 29 


Guitar Hero 111: LEGENDS oF Rock (Wii) | 25 
Harvey BIRDMAN, 


ATTORNEY АТ LAW (Wii) 18 
NEW INTERNATIONAL TRACK & FiELD (DS) — 20 
LANDSTALKER (VC) 68 
THE LEGEND OF ZELDA: 

PHANTOM HourGLAss (DS) 50, 98 
LEGO Star Wars: 

THE COMPLETE SAGA (Wii) 27 
Link’s CROSSBOW TRAINING (Wii) 16 
THE LION KiNG (SNES) 96 


LOONEY TUNES: ACME ARSENAL (Wii) 














DS = NINTENDO DS 


SNES = SUPER NINTENDO 
ENTERTAINMENT SYSTEM 


VIRTUAL CONSOLE 
Wii 


vc 
Wii 















Looney TUNES: Duck AMUCK (DS) 
MARIO & SONIC AT THE 


OLympic Games (Wii) 28 
MARIO STRIKERS: CHARGED (Wil) 110 
MASTER OF ILLUSION (DS) 19 
MEDAL OF Honor Heroes 2 (Wii) 32 
MERCURY MELTDOWN REVOLUTION (Wii) 100 
MkrRoiD (VC) 69 
METROID PRIME 3: CORRUPTION (Wii) 42 
MySims (Wii) 100 
Namco Museum DS (DS) 105 
NAPOLEON DYNAMITE (DS) 35 
NEED FOR SPEED PROSTREET (Wii) 34 
МЕОТОРІА (VC) 69 
NiGHTS: Journey oF DREAMS (Wii) 31 
NINJA GAIDEN: DRAGON SwoRD (DS) 27 
NiNJA Spirit (VC) 86 
NinjaTown (05) 18 
No More Heroes (Wii) 7 
ОМТАМАВАМА (DS) 30 
PROFESSOR LAYTON AND THE 

Curious VILLAGE (DS) 56 
RESIDENT Evik: 

THE UMBRELLA CHRONICLES (Wii) 26 
RyGar: BATTLE OF ARGUS (Wii) 70 
SAMBA DE AMIGO (Wii) 7 
SHINING IN THE DARKNESS (VC) 69 
SHINOBI Ill: RETURN OF THE 

NINJA MasrER (VC) 69 
SHOCKMAN (VC) 86 
Sonic RIDERS: ZERO GRAVITY (Wii) 74 
Sonic RUSH ADVENTURE (DS) 100 
SONIC THE HEDGEHOG (VC) 87 
SONIC THE HEDGEHOG 2 (VC) 87 
SPIDER-MAN: FRIEND OR Foe (Wii) 034. 
SPLATTERHOUSE (VC) 86 
Star TREK: Conquest (Wii) 18 
STREETS OF RAGE 2 (VC) 86 
Super С (VC) 69 
Super МЕТЕОІО (VC) 68 
SUPER SMASH Bros. BRAWL(Wii) ^ 22,88 
THRILLVILLE: OFF THE RAILS (Wii) 30 
TiGER Woods PGA Tour 08 (Wii, DS) 104 
TotJAM & Ear (VC) 87 
Touch Detective 2 1/2 (DS) 105 
Victorious Boxers: REVOLUTION (Wii) 32 
WAVE RACE 64 (УС) 69 
Worms: A Space Орріту (Wii) 18 
Worms: OPEN WARFARE 2 (DS) 104 


ZACK & WIKI: QUEST FOR 
ВАВВАВОЅ' TREASURE (Wii) 28 
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THE FUTURE 


For nearly 20 years | have had what 
many people would consider to be 
the best job in the world. (No argu- 
ment here.) And the same thing 
could be said of my talented col- 
leagues—the writers, designers, editors, and 
incredible support staff that have sweated the 
details every month to bring you the world’s 
first and best official video game magazine. 
Nintendo has been our home, and our parent, 
too, supporting and guiding us as we have 
tried to tap into our passion for both the 
games and the print medium to inform and 
entertain our loyal readers. But there comes a 
time when we all leave home and strive for 
even greater achievements, and that time is 
now for Nintendo Power. This issue is the final 
edition to be published by Nintendo of Amer- 
ica. Beginning with Volume 222, Future US (one 
of the most accomplished magazine publishers 
on Earth) becomes Nintendo Power’s official 
publisher. Huge news, | know, but not discour- 
aging. In fact, although some masthead names 
will change, | am convinced that Future’s new 
team is not only dedicated to carrying on with 
the traditions and quality you expect, but will 
deliver exciting new content and benefits, such 
as an annual holiday bonus issue. Subscribers 
will continue to receive NP monthly in the mail, 
and newsstand patrons will find NP in more 
locations than ever before. So please join me as 
І say welcome to the future, and to Future US. 


JACAL 


Scott Pelland 
Managing Editor 
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LETTERS 
THRILLA IN MANILA 

I just got Volume 220 in the 

mail and flipped through it. 

Suddenly my eyes saw a 
faint glimmer of tan hidden in 
the dark colors of the pages. "No," І 
thought, "Surely not." I flipped through 
the tome until | reached what I thought 
I'd seen before. Wonder of Wonders! 
Classified Info, with the classic manila 
folder background! At last, the cruel 
editors of NP have relented and allowed 
the wondrous manila shade to grace 
the pages of the noble magazine once 
again! This calls for a celebration! 
Seriously, it was great to see this nice 
throwback to "ye olden days" in the 
magazine for us old-timers. Keep up the 
great work-NP has never been better! 

Cameron T. 

via the Internet 


We're happy enough that you liked our 
throwback Classified Info that we'll over- 
look the “cruel editors” comment you 
snuck in there. 


THE MAN IN BLUE 
I was so excited to see so many Mega 
Man-related games in October's NP 
[Volume 220]. Mega Man is by far my 
favorite classic game series, Mega Man 
X in particular. | was introduced to it by 
a friend of mine that lived down the 
street and it quickly became my 
favorite game. My friend has moved 
and, though I do miss him, I really miss 
that game he took with him. Why does- 
n't the Virtual Console come out with 
some Mega Man titles? They are a key 
part of gaming history and deserve 
some recognition. 
Ronnie P. 
via the Internet 


We have good news and bad news—Mega 
Man has made it to Virtual Console in 
Europe and Australia; however, Capcom 
has not announced plans to release any 
Mega Man games in North America. 


THE HUNT IS ON 
1 just read that they banned Manhunt 2 
in the UK, and gave it an AO rating here 
in the US. Does this mean that it's not 
going to be released on the Wii on 
October 31st like it was supposed to? | 
know a lot of people were looking for- 
ward to this game, and it would be a 
shame if it didn't come to the Wii. 
Cathy W. 
via the Internet 


Manhunt 2 was originally rated AO, but 
has since been edited and re-evaluated to 
receive an M rating. The game is once 
again on track to come out on Halloween. 












SHOW SOME LOVE! 
You celebrated Samus's 20th anniver- 
sary, but there's another character that 
matters, too—Kirby! This year is Kirby's 
15th anniversary but you didn't do any- 
thing! If there weren't Kirby, would 
there be HAL Laboratory? And if there 
were no HAL Laboratory, would there 
be a Super Smash Bros.? If there were 
по Super Smash Bros., would there be а 
Super Smash Bros. Brawl? It gives you 
something to think about before Brawl 
comes out. 

KCCKirby 
via the Internet 


It’s quite a stretch to assume that without 
Kirby, Smash Bros. would never have exist- 
ed. But you'd probably have to play as 
Lolo instead of the famed pink puffball. 


FOOD FIGHT 
My father and | were playing Cooking 
Mama for the Wii when we had the 
great idea to make Killing Mama, a spin- 
off game where Mama runs around with 
a Cleaver chopping off heads saying, 
“Good, not mine” and spouting other 
catchy phrases and insults! Maybe 
when Mama gets killed she could say 
“Better than Mama?” Maybe she makes 
bad-guy stew? Maybe she's the bad 
guy? You decide. We really think Killing 
Mama could be the next big thing! 
Could you please pass this idea to 
Nintendo and let us know when the 
game is finished? 

William and Emery B. 

via the Internet 


Alright, we're creeped out. Now can every- 
one see why we don’t print the game 
ideas we receive around here? 


SHINE SAVED 
Wouldn't a side-scrolling Mario plat- 
former based off of the Super Mario 
Sunshine file-select screen be awesome? 
I'm not talking about a platformer like 
New Super Mario Bros., because the 
gameplay doesn't seem as loose and free 
as it is in the file select screen. You guys 
at Nintendo Power should play a little bit 
on the file-select screen, then try to tell 
me that a side-scrolling platformer based 
off that would not be a great idea. 
Taylor С. 
via the Internet 


Select data, 


You may be onto something. . . . 

















TOO MANY HEROES 
Where is Waluigi's game? Mario, Luigi, 
and Wario all have their own games. So 
why doesn't Waluigi have one? 
Ryan S. 
via the Internet 


Why is it that almost everyone in the 
Mario universe has their own game? 
| mean, Mario's a given, but Luigi has a 
mansion, Wario is in his own games and 
WarioWare, Peach stars on the DS, even 
Toad is the main character for Wario's 
Woods! Where's my Bowser game? What 
gives? 
Dave S. 
via the Internet 


I think they should definitely make a 
Boo game. He is so cool! He isn't in 
enough games! He doesn't even have a 
DS game! Don't you think Boo is nifty 
also? 
Вуап 5. 
via the Internet 


We wouldn't mind Boo or Bowser, but 
Waluigi? That's a stretch even for die-hard 
Nintendo fans like us. 


QUESTION BLOCKS 
For the last two generations of 
Nintendo systems, | have had to deal 
with the introduction of a new unit of 
memory measurement: Blocks. Is 1,258 
blocks left on my Wii system memory a 
lot? | don't know. The amount of blocks 
certain games take up is totally incon- 
sistent. For example, Twilight Princess 
is less than 10 blocks (as I recall) but 
Madden NFL 07 is over 150! 
Chris К. 
via the Internet 


The Wii begins with 2,166 blocks of free 
memory, from which saved data, down- 
loaded channels, and Virtual Console 
games all take a chunk. As for the consis- 
tency issue—it makes sense for Madden to 
need more space as there’s a lot more info 
that has to be recorded (such as the status 
of every player on your legacy franchise). 


My brothers and | are thinking about 
buying a Wii, but there are numerous 
games on our GameCube that we've 
beaten and we would not like to restart 
We were wondering, can you use your 
old GameCube memory card on the Wii 
without losing data? 
Cameron H. 
via the Internet 


This question seemed like such a no-brain- 
er that we felt compelled to check. We 
confirmed that your memory card will 
retain its data when you play a GameCube 
game on the Wii. 


JUST SHOOT US 
Hey, guys! As | was reading about the 
upcoming game Umbrella Chronicles, 
| thought it was high time | suggested 
something new as a Wiimote accessory 
to help with rail shooter games. It would 
look like a stock of a light gun, with a 
trigger and everything, and the Wiimote 
could slide into the top to become the 
"barrel" of the light gun. They would con- 
nect at the back of the Wiimote just like 
the nunchuk does, and voilà! A light-gun 
accessory for the Wii! It would make aim- 
ing in rail shooters much more intuitive 
and like the arcade games House of the 
Dead, etc. Just a thought | thought | 
ought to pass on. 
kabenon007 
viathe Internet 


That’s a great idea! In fact, we whipped up 
a concept sketch: 





j| 


We're thinking of calling it the “Zapper.” 


PLEASE WAIT... 
I have а question about my Wii that | fig- 
ured that you could answer. | recently 
bought Mario Strikers Charged and when 
| put it in it said that it was updating. | 
have never connected my Wii to the 
Internet before so | didn't have icons next 
to the Wii Shop Channel, the News 
Channel, or the Forecast Channel. It gave 
me the pictures to the channels and 
changed the appearance of the menu. Do 
you guys know why this happened? 
Jarred L. 
via the Internet 


There’s nothing to be afraid of. Some Wii 
games (particularly first-party titles) con- 
tain system updates that are required 
before the game will play correctly; those 
updates will self-install automatically the 
first time you play. 


SLIPPED DISCS 

Is there any chance that games that 
never before came out in North 
America will come out on the Virtual 
Console? Two games that І would like to 
See come out would be Terranigma, 
which came out for the Super Nintendo 
in Japan and Europe only, and Dracula 
X: Rondo of Blood. Rondo of Blood is 
considered one of the best Castlevania 
games ever, and was also one of the 
first games with voice-acting. If it came 
out as a Virtual Console game, I bet a 
lot of Castlevania fans would be over- 
joyed. | just hope they wouldn't use the 


same voice actor for Richter Belmont as 
they did in Portrait of Ruin—l didn't 
think the voice, or rather his various 
deep grunts, suited the character. 
Zachary 
via the Internet 


We're confident that games that were 
never released in North America will even- 
tually make it to Virtual Console. There's 
no word yet on the two titles you've men- 
tioned, but at this point anything is possi- 
ble when it comes to future Virtual Console 
titles. 


FOREVER EVER? 
| downloaded the Metroid Prime 3 pre- 
view for my Wii, and in the first video it 
gave me the impression that Corruption 
was going to be the last Metroid game. 
That kinda bummed me out, seeing as | 
have been playing Metroid games since 
what seems like forever. On the other 
hand, my friend thought it was just 
going to be the last of the Prime series 
and they would make a new series of 
Metroid games. So could you get back 
to me on that and tell us who is right? 
DMPC1993 
via the Internet 


Lucky for you, your friend might be correct 
on this one. 11% true that Corruption is the 
finale to the Prime trilogy, but there hasn't 
been any indication that Samus is hanging 
up her Varia Suit for good. 


GAMER’S DIGEST WE AIN’T 
I've been reading Nintendo Power since 
as far back as І can remember. | could- 
n't help but feel that there's something 
missing from the recent magazines. | 
looked through old issues (І mean, 


issues back from the late '805), and 
one issue I have included a Legend of 
Zelda comic. It was only one chapter, 
but it was incredible! It made me want 
to find the issues that went along with 
itto read the whole thing. After seeing 
this, | think there's something you 
could do to fill out the Community sec- 
tion: fan fiction. You could include a 
chapter of some Nintendo-themed fan 
fiction each month. Granted, it would 
take a lot of time, having to write a 
well-planned story out and post a 
chapter every month, but it would be a 
nice break from the usual. It's just a 
thought. 
lan R. 
via the Internet 


How can we put this nicely? We've read 
enough fan fiction to know that there are 
better ways to utilize precious page space 
than on Birdo's Adventures on Orbitron-7. 


EXTRA! EXTRA! 
1 was looking at my copy of Mario 
Superstar Baseball, and | noticed some- 
thing odd. The back of the box and the 
game manual said there was a Nintendo 
Power Player's Guide available for it. 
However, I cannot find any information 
about a guide for the game anywhere. 
Was it never released, and if so, is Chris 
Shepperd to blame for this? 
Chris L. 
via the Internet. 


Nice catch—we never made a guide for it. 
We're not sure how those logos got there, 
but if it makes you feel better, go ahead 
and blame Chris (we sure as heck do). 


QUITE A SPECTACLE 


A friend of mine and I are having an argument. He thinks that main characters of 
games shouldn't wear glasses. Do you think in the future we could see more game 


characters with glasses? 


Brenden 5. 
via the Internet 


Seems that Pulse is being called on to settle a lot of arguments recently. For the record, 


we're pro-glasses—the number of characters who wear specs vastly under-represents the 
general public. Here are a few of our favorite glasses-wearers: 





Derek Stiles from 
Trauma Center 


Sylvia from 
Viewtiful Joe 


Albert Wesker from 
Resident Evil 


Shion Uzuki from 
Xenosaga 
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The other day when | was packing up for a family camp-out, | сате 


across my little shake-up flashlight (the kind you simply shake briefly to 


get power for a few minutes). Then it struck me—why not apply the 


same little shake-up power mechanism to the Wii remote? Seriously, 


when you play games that take full advantage of the motion-sensitive 


feature of the remote, the remote will be simultaneously charged! 


Other than slight size alterations to the remote it would be a cost-effec- 


tive and easy way to take having to use batteries out of the Wii-playing 


picture. 


lan M. 


via the Internet 


Now that's a real brilliant idea, lan. You've got electrical engineer written all 


over you. Still, we're doubtful that your system would work due to the power 


requirements of the rumble feature in the Wii remote. 


METROID EGGS 
| noticed something like an Easter egg 
in Metroid Prime 3: Corruption. While 
you're in the ship, go to the screen 
where you can input the weird-looking 
symbols. Numbering from top-left to 
bottom-right, press the second, sev- 
enth, fifth, then first symbols. Nintendo 
President Mr. Iwata will say а message 
in Japanese. Just thought | would share 
this find with you guys. 
Mike J. 
via the Internet 


Neat trick. Mr. Iwata explains how he was 
pretty stressed about Metroid. Here's 
another code for you to try: press the 
eighth, third, fifth, then fourth buttons to 
hear a greeting from Mr. Miyamoto. 


RITZY BUSINESS 
I'm writing about something my friends 
and | found in Resident Evil 4: Wii 
Edition. When you are playing as Leon 
in his gangster outfit and while using 
the Chicago Typewriter, hold the B 
Button and flick the Wii controller 
upward then downward to reload. Leon 
will fix the hat on his head. On the 
fourth time in a row you do this, Leon 
will throw his hat up into the air and 
then catch it. 
Erik H. 
via the Internet 


COVER ART 
Have you ever considered creating a real- 
life re-enactment of your favorite NP 
cover? You should try it. It'd be awesome. 
Jimmy V. 
via the Internet 


Of course we have; we just haven't had a 
reason to actually go through with it. 
Threre was only one cover that came to 
mind: the classic Castlevania I issue from 
Volume 2. 


YOU FORGOT CARRIER 
PIGEON 
1 know people have come up with ideas 
for how to make Pulse longer, but I still 
want to throw out an idea. You could 
take out the "via the Internet" or "via 
mail" part at the end of people's letters. 
That would cut out like 20 to 30 lines, 
enough room for another letter or two. 
| mean, who cares if it was sent to you 
via the Internet or regular mail? 
Scott 
via the Internet 


We get quite a few letters asking why we 
continue to say “via the Internet” at the 
end of readers’ mail. We keep the option 
open for people to send us mail the old- 
fashioned way, but the lion’s share of cor- 
respondence comes in via e-mail. At some 
point we'll officially switch over to ап 
e-mail only system, but for now we'll keep. 
identifying their origin. 


MAKE MONEY FAST! 

г discovered a trick in Twilight Princess. 
When you are in Lake Hylia, after you 
have opened the top chest with an 
orange rupee in it, take the cannon up 
to Falabi's Flight-by-Fowl. Use the Gale 
Boomerang and look at the top of the 





roof. You will see a rooster-shaped 
weather vane—Z-target it and let loose 
your boomerang. A scene will show the 
top platform stopping and the treasure 
chest will close. Take a Cucco to the top 
chest and open it. It should be filled 
with another orange rupee. That's how І 
got the magic armor easily. 
Stan Y. 
via the Internet 


That’s not a bad trick, but it's not for every- 
one; flying to that treasure chest can be 
too much of a pain to make it worthwhile. 


CAN WE TALK? 
Don't you guys ever get bored just writ- 
ing video game-related stuff? | mean, 
sometimes you just seem like you need 
someone to talk to. So, how are you 
guys doing? 
Austin M. 
via the Internet 


Oh, we're doing alright. Thanks for asking. 
We'd be lying if we said we didn't get the 
itch to write about other stuff. When мете 
really bored we write fan ficiton, such as 
Steve Т. 5 classic novella Birdo's Adventures 
on Orbitron-7. 


CORRECTOR'S CORNER 
| just received my October 2007 
(Volume 220) copy of Nintendo Power. 
I wanted to make note of an incorrect 
statement made about Pac-Man Vs. In 
the "Value Pac" article, you state that 
the hardware requirements were "strin- 
gent" and "needed multiple GBAs and 
GBA-GCN link cables.” This isn't correct. 
Only one GBA and one GBA-GCN link 
cable were required. One player was 
Pac-Man on the GBA and saw the entire 
game map, while the other players (up 
to three) played on the TV screen and 
saw a very limited area surrounding 
each ghost (eating the fruit expanded 
the viewing area temporarily), creating 
the challenge of finding Pac-Man. It was 
a great game and loads of fun! 
Stan У. 
via the Internet 


We caught one other error without any- 
body’s help. Іп the Volume 220 previews 
column, we listed Majesco as the publisher 
for Indianapolis 500 Legends. In fact, 
Destineer is the publisher. 
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The Birth of Modern Racing. 


f hand-built speed machines you can't drive in any other game. 
-charged rear-engine roadsters, and more. 
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ir en chaos and control | 
учні engines, bolt-on wings, super 


Fight to the finish with jet-propulsion 
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SHOOT THE MOON 


Link’s on Target 


The hero of Hyrule gets a new gig in Link’s Crossbow Training, an assortment 
of Zelda-based minigames packed in with the Wii Zapper. 


while you were charging through 
The Legend of Zelda: Twilight 
Princess, if you said to yourself, 
“Hey, this would make a great 
stage for use with the Zapper,” you 
were either psychic or just really 
lucky, because Nintendo has 
announced a Twilight Princess- 
themed collection of shooter 
minigames to be packed in with the 
Zapper. Link's Crossbow Training 
will take you across the grassy 
plains of Hyrule, through the 
Snowpeak Ruins, down the main 
street of Hidden Village, and to 
many other recognizable locations. 
The minigame collection show- 
cases a range of ways to implement 
the Zapper, from simple target 
shooting to a full-fledged third- 
person action mode. In target- 
shooting stages, you'll have to. 
shoot bull's-eyes quickly and accu- 
rately-the more targets you hit, 
the quicker new targets will 
appear; the more targets you hit in 
arow, the more points you'll earn. 
In the third-person shooter levels, 
you control Link via the Control 
Stick; the camera will follow the 
targeting reticle when it gets near 
the edge of the screen. The ene- 
mies are tough, too—Bulblins, 
Stalfos, and Tektites are just some 
of the foes you'll have to deal with. 
Each minigame is relatively short— К 5 
perfect for taking turns with У 2550) "e 
friends. But you can go at it with up 
to three pals in consecutive multi- 
player for some real blasting fun. 
Link's Crossbow Training will ship 
with the Zapper controller on 
November 19th. —Curis 5. 
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UBI SCORES A TOUCHDOWN 






Heroes’ Journe 


Pack your bags for the town of Santa Destroy! No More Heroes is 
coming to America courtesy of Ubisoft. 


Just as we were starting to wonder if 
No More Heroes would ever get a US 
publisher, Ubisoft answers the call. Set 
for a February release, this Wii-exclu- 
sive action-adventure follows the 
exploits of Travis Touchdown, the 
world's 11th-ranked assassin. The game 
takes place in a sandbox-style city 
called Santa Destroy, California, where 
players are free to roam either on foot 
or via Mr. Touchdown's stylin’ speed 
bike. On his quest to climb the hitman 
ranks and eventually become number 
опе, Travis employs a unique combat 
style that mixes swordplay with profes- 
sional wrestling. When you need a 
break from slashing and suplexing 
fools, you can earn some extra cash by 
completing side 





After checking out from the No More Heroes Motel, you can head 
to Burger Suplex for a bite to eat. 


jobs like delivering pizza or scanning 
the beach with a metal detector. 
Needless to say, the game sounds 
every bit as awesomely weird as devel- 
oper Grasshopper Manufacture’s previ- 
ous title, Killer 7. The extent to which 
the game utilizes the Wii remote is still 
unclear, though we do know that you'll 
execute finishing moves by matching 
the remote’s movements to onscreen 
cues. Stay tuned—we'll have much 
more on No More Heroes in the months 
to come. —Steve T. 








Travis has three different attack stances with which he can wield 
his plasma-beam katana. 












Monkey Business 


Sega's maracas-shakin' monkey returns in the Wii game we've all been 
waiting for: an all-new Samba de Amigo. 


Long before Guitar Hero took the 
world by storm, cult classic Samba de 
Amigo (for Dreamcast and arcades) 
was helping gamers connect with 
their inner musicians. Players would 
shake a pair of plastic maracas (and 
occasionally strike a pose) as a som- 
brero-wearing monkey and other bits 
of assorted madness danced around 
the screen. If that sounds like a per- 
fect fit for Wii, Sega agrees; the pub- 


lisher will bring a new installment in 
the series to Nintendo's console some- 
time next year. Details are scarce, but 
you'll shake the Wii remote and 
nunchuk as you would the maracas 
(naturally), and the soundtrack will 
feature a mix of new and classic 
tunes. Suprisingly, the developer on 
the title is Gearbox Software, best 
known for its work on the acclaimed 
Brothers in Arms franchise. —Steve T. 
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Going 
Commando 


Metal Slug-style shoot- 
"ет-ир action is the 
name of the game in 07 
Commando for 05. 
Developed by Mana 
Computer Software in 
China, the game fea- 
tures huge bosses and 
plentiful power-ups. 
Lexicon Entertainment 
will be publishing the 
game in Europe, but a 
US publisher is still 
being determined. 





Majesco is dishing up 
another helping of fun 
with Cooking Mama 2: 
Dinner with Friends for 
DS. Multiplayer action, 
80 recipes, and 150 
activities are on the 
menu. A Wii sequel is 
also in the works. 








Silent But 
Huggable 


Next fall, SouthPeak will 
release Ninjatown, a DS 
title based on the 
Shawnimals designer 
toy line. The action- 
strategy game will have 
you defending the titular 
burg using such powers 
as the Mighty Wind of 
Ninja Dropping and 
Stealth 


Hugs. [v s) 





Legal Eagle Spreads Wii Wings 


The courtroom comedy of Harvey Birdman gives counsel later this year courtesy of Capcom. 


Capcom’s got a new lawyer on the 
case. Based on the Cartoon Network 
series of the same name, Harvey 
Birdman, Attorney at Law for Wii will let 
players take control of the titular super- 
hero-turned-lawyer in five comical 
cases come November. Players will 
investigate crime scenes, search for evi- 
dence, cross-examine witnesses, talk 
with prosecutors, and ultimately prove 
their clients’ innocence in a point-and- 
click adventure that features many of 
the characters, locales, and voice actors 
of the TV show. - -Снвіз Н. 








LLLA | 
A New Enterprise 


Star Trek boldy goes to Wii this fall, giving us a 
single-player war between six factions. 


Inthe wake of casting news for J.J. Abrams's new Star 
Trek franchise, Bethesda Softworks has announced that it 
is keeping Next Generation-era Star Trek flying with an 
enticing mix of turn-based strategy and action in Star Trek: 
Conquest. The first Wii Trek title lets you side with 
Federation, Klingon, Romulan, Cardassian, Dominion, or 
Breen forces in an effort to take over the universe. You set 
up the competition with clever resource management and 
starbase development on a large galactic map then knock 
them down with your ship-piloting and laser-firing skills. 
Who said Wii wasn't Next Gen? —Gtonst 5. Conquest features a lot more all-out warfare than you'd typi- 








cally see in the TV show because shooting stuff is fun. 
ONE SMALL STEI 
Inching to Orbit 


Mario's going to other planets. Now another old-school franchise reaches for the stars. It's Worms in space. 


When the human race is wiped out, 
worms will rule the world. Thanks to 
THQ, they'll also rule space—in Worms: 
A Space Oddity, the Wii debut of the 
classic Worms series. The game, due out 
in early 2008, promises to improve on 
the cartoonish look of past titles with a 
science-fiction-inspired visual style, and 
give us a new way to control the crawl- 
ing combatants by using gesture-based 
maneuvers. Also in the works: party 
games and four-player online battles. 
—Georce S. 




















18 „оо rower 











Tricks Are for 
Everyone 


Pick а card, any card. 


Now tap your card on the DS touch screen... 


Master of Illusion won't just teach 
you how to put on a magic show; it'll 
host it for you. Using the various abil- 
ities of the DS and some classic 
mind-game shenanigans, you can 
wow friends and family with 14 sim- 
ple tricks that involve everything 
from picking cards and guessing 
birthdays to covertly programming 
the DS so that a chosen candle will 
flicker out when someone blows into 
the mic. 

If you don't have an audience 
handy, you can still raise your 
Magician Rank by letting DS-con- 


Which candle do you 
want to blow out? 
Point at it with your 
finger, then blow. 


trolled magicians perform their 
tricks on you or by practicing basic 
card-sorting skills with touch-screen 
solitaire games. 

Master of Illusion even comes with 
a special deck of cards you can use in 
your tricks. They look normal, but I 
doubt they'd pass muster with the 
Nevada Gaming Commission—take a 
look at the picture below and see if 
you can figure out their secret. If you 
can't, you can get a closer look in 
November, when Master of Illusion 
will appear on store shelves every- 
where. —Castv L. 


EQ) Now. think of one of 
| these cards and 
picture it in your mind." 
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GAME 


WATCH 
FORECAST 


We put a lot of work into making sure that 
games like Horse Life and Imagine: Babyz 
are added to this list, so we expect you to 
pour over it and commit to memory the 
progress of each and every title. 


Wii 
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0062 2007 вові m 
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DRAGON BLADE: 
WRATH oF FIRE D3PA oe 
Deacon Quest Sworos: 
THE MASKED QUEEN AND 
THE TOWER OF MIRRORS SQUAREEMX вво 
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Emergency MAYHEM CODEMASTERS oe 
ENDLESS OctAN NINTENDO 
FERRARI CHALLENGE System 3 . 
FIFA 08 Fuecrronic 

ARTS Em 


FINAL FANTASY 
CRYSTAL CHRONICLES: 


THE CRYSTAL BEARERS SQUAREEMX oe 











Fire EMBLEM: RADIANT Dawn — NINTENDO — ee 
Fisting Master Huoson eve 
Furu FURU PARK Majesco e.o 
GAME PARTY ‘Mioway ec 
Geomerey Wars: 

GALAXIES 

GEORGE or THE JUNGLE Crave 

бно5т Squao SecA 

Goozitta: UNLEASHED ATARI M 
Tnt болон Compass Seca m 
биту Gear ХХ 

ACCENT CORE кої - 
битая Hero 

LEGENDS OF Rock AGIMSION О eec 
Harvest Моон Wii Natsume e. 
HARVEY BIRDMAN, 

‘ATTORNEY AT LAW Capcom e. 
Hisn 5сноо Musica: 

Sine itt DISNEYINT. ов 
Ноокко! Ret Monon 

FISHING Акзуз 

Hor Wuerts: Bear That Acnvisiow 
INDIANAPOLIS LEGENDS 500 | DrsrittR 

IRON MAN SEGA 

Jena Атак! 


Juiceo 2: Hor Import Nichts — THQ 
THE LEGEND OF SPYRO: 








тне ETERNAL NIGHT SitRRA m 
LEGO Barman: Warner Bros. 

THe VIDEOGAME INTERACTIVE "goo 
LEGO Sra Wars: 
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Looney Tunes: Warner Bros. 

ACME ARSENAL INTERACTIVE eee 
MANHUNT 2 Rockstar 
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Back on 
Track 


The classic Track & Field 
Series makes a 05 
comeback. 


In Konami's New 
International Track & 
Field for DS, you'll be 
able to enjoy 24 athletic 
events like sprinting, 
archery, pole vaulting, 
and swimming with a 
touch-screen twist. 
Expect Wi-Fi competition 
and classic Konami 
cameos, including 
Sparkster and Pyramid 
Head. As of press time, 
the game has been offi- 
cially announced only for 
Europe. 








Wii Scores 
an Ace 

2K Sports to serve 
acclaimed Top Spin 
Tennis on Wii. 





For tennis fans seeking 
something a bit meatier 
than Wii Sports, 2K will 
bring its award-winning 
Top Spin series to Wii 
next spring. You'll utilize 
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the nunchuk for player 
movement and ing, 
while using the Wii 
remote, of course, to 
swing your racquet. 
MEDAL OF HONOR HEROES 2 ELECTRONIC 
Ants 
Мн Deskrop Racin CONSPIRACY we 
MLB Power Pros 2K Sports 
MUSHROOM MEN GAMECOCK eoo 
MX vs, ATV UNTAMED THQ 
MySims ELECTRONIC 
Айз oe 
Мутн MAKERS: 
‘Super Kart GP CONSPIRACY 
My Woro Coach UBISOFT 
Namco Museum Remix Namco 
BANDAI 





NARUTO: CLASH oF 
Ninja REVOLUTION 


NBA Live 08 
NEED FOR SPEED PROSTREET 


Nicktoons: ATTACK oF 
THE TOYBOTS 


NIGHTS: 
JOURNEY oF Dreams 


NINJABREAD MAN 
Мтковіке 

No Mont Heroes 
Orr ROAD EXTREME 


ONE Piece: 
UNLIMITED AOVENTURE 


Opoona 


Римац HALL OF FAME: 
‘THE WILLIAMS COLLECTION 


PROJECT HLA.M.M.ER, 


RAYMAN RAVING 
RABBIDS 2 


ResiptNr Evit: 
THE UMBRELLA CHRONICLES 
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Tony Hawk's 
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Contra 4 


COOKING Mama 2: 
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CRASH OF THE TITANS 
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DE Bios 
Demenrium: THE WARD. 
DI-GATA DEFENDERS 
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THÉ CENTURY 


Е Tire 
ENCHANTED 

EUROPA UNIVERSALIS It 
FERRARI CHALLENGE 
Finat Fantasy IV 
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REVENANT WINGS. 
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Nintendo, Wii, and Nintendo DS are trademarks of Nintendo. © 2006 Nintendo. 
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FIRST GAME APPEARANCE: 
Donkey Kong Country - Super NES (1994) 


KNOWN FOR: 
Monkeying around with Donkey Kong, 
not wearing pants 


BIOGRAPHY: 
Diddy Kong burst onto the scene as DK's playful 
little chimpanzee buddy in Donkey Kong Country, 
in which he used his speed and agility to help 
reclaim the big ape’s banana horde from King K. 
Rool’s Kremlings. After a few more battles against 
the Kremlings, Diddy set off оп а racing adventure 
without Donkey Kong, but he’s always quick to 
reunite with his simian comrades (and lay down 
some heat with his peanut popguns) when the 
situation calls for it. Diddy often competes with 
Mario and pals, and he’s been known to rock out 
with his guitar in his free time. 
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NINTENDODIS, 


Strum the bar to play guitar! Play 
along to songs from Bob Marley, 
Bob Dylan and more! 
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Themes se a 
NINTENDO! 1 L Jam Sessions is a 
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ANew Dawn 


LAIT NALJA 


PLATFORM: Wii * PUBLISHER: NINTENDO 
DEVELOPER: INTELLIGENT SYSTEMS 
RELEASE: NOVEMBER 2007 


With heavy hitters like super Mario Galaxy 
and Super Smash Bros. Brawl soaking up all of the 
attention, Fire Emblem: Radiant Dawn has sort of 
flown under the radar. After spending some quality 
time with the North American version of the game, 
however, we're starting to get fired up for this less- 
hyped of Nintendo's holiday releases. 

The latest installment in the long-running strate- 
gy franchise takes place three years after the events 
of Path of Radiance for GameCube. The nation of 
Daein, having lost the war with Crimea, now finds 
itself under a brutal occupation, its citizens driven 
into abject poverty and forced to work in labor 
camps. The game's first chapter centers around a 
young woman named Micaiah, who leads a group of 
resistance fighters known as the Dawn Brigade. As 
the four-part saga unfolds, however, you'll play a : 
number of different protagonists, giving you diver- T А . Soldiers of the Liberation Ату! 
gent perspectives on the game's events. Characters | r Rn No, no... Hear my words! us 
who were once enemies will become allies, and vice Pas 1 am Pelleas, true prince of Daein. v 
versa. It’s a tale steeped in political intrigue, and 209 5 TUS 
you'll be faced with some heartwrenching situa- 
tions before it’s all said and done. 

Though the turn-based gameplay remains funda- 
mentally unchanged from its predecessor, Radiant 
Dawn offers more of everything: new weapons, new 
skills, new spells, and two evolutions for each char- 
acter class (previous games allowed for only one). 

Battle maps tend to be bigger, as well, and now fea- 
ture varying elevations, adding another layer of 
strategic depth. Combatants are still lost to you for- 
ever should they fall on the battlefield, but a new 
midskirmish save function gives you a chance to 
rectify any lethal mistakes. Plus, series vets will be 
delighted to know that you can transfer your Path of 
Radiance save data to preserve any A-level support 
bonuses you've established between returning 
characters. 

Nintendo has added 16:9 widescreen support to 
the North American version of Radiant Dawn, as 
well as new intermissions between chapters that 
help to flesh out the story. The game doesn’t look 
markedly better than its GCN predecessor, nor does 
it feature any fancy-pants Wii remote functionality 
(you control everything via the Control Pad and but- 
tons), but if you’re in the market for some good ol’- 
fashioned turn-based strategy, this is definitely one 
to put on your wish list. —Steve T. 


Allegiances change constantly 
in the world of Fire Emblem. 





" 


24 rico power 





Rock Out 
with Your 
Wii Out 


ae iil: 
EGENDS OF ROCK 


PLATFORM: Wii * PUBLISHER: ACTIVISION 
DEVELOPER: NEVERSOFT * RELEASE: OCTOBER 2007 


You've asked for it, and Activision is finally 
delivering; almost two years after the original game 
hit store shelves, the hugely popular Guitar Hero 
series is arriving on Wii in the form of Guitar Hero 111: 
Legends of Rock. If you're new to the franchise, 
here's the rundown: The game ships with a guitar 
controller. (The Wii version is wireless, much to our 
delight; you plug your Wii remote into a secure cub- 
byhole in the guitar, and you'll be rockin' from the 
kitchen in no time.) The five colored buttons on the 
neck of the guitar correspond with colored notes 
scrolling from top to bottom onscreen. You simply 
select a song, press the correct buttons in sequence, 
and flick a strumming switch in unison with the 
notes; just like that, a rockstar is born. The real fun 
starts once you've played a few tunes and built up 
some street cred on your plastic axe. Then just invite 
some friends over and crank the volume. Don't for- 
get to invite the neighbors too—that way they don’t 
call the cops. 

Legends of Rock is similar to previous Guitar Hero 
games, but the display has been overhauled. The 
score and star power graphics have changed, and 
50-, 100-, and 200-note streaks are 
now announced while you riff. 

In addition to a new developer 
(other games have come from 
Harmonix) and new hardware, СНІ 
offers a whole set list of totally 
new tracks, some of which 
have been notably missing 
from the series thus far: 
you can finally play along 
with Metallica's “One,” 

Pearl Jam's “Even Flow,” Beastie 
Boys’ “Sabotage,” and Smashing 
Pumpkins’ “Cherub Rock,” to name 
afew. Also, more of the music tracks 


than ever before are performed by the original band, 


making it that much easier to get your rock on. 

If you're familiar with the series, not much has 
fundamentally changed. You now have the choice 
of playing through the Career mode with two play- 
ers or trying your hand at a completely new Battle 
mode featuring power-ups you can use to throw 
off your rival’s mojo. You can render an opponent's 
strings useless for a few seconds, or shake your 
adversary's fret board wildly. If you have only one 
guitar, worry not—just connect to the Nintendo WFC 
to challenge friend and foe alike, or search the 
leaderboards to see who's the top rocker. —Pete М. 
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This is what happens 


Shoot up zx 7 ШШЩ 
Memory 
Lane 


>RESIDENT EVIL: THI 
UMBRELLA CHRONICLES 


PLATFORM: Wii * PUBLISHER: CAPCOM 
DEVELOPER: CAPCOM * RELEASE: NOVEMBER 2007 


Think of Umbrella Chronicles asthe 
Cliffs Notes to the early chapters of the Resident Evil 
series, neatly summarizing the storylines and cutting 
out all the parts that don’t involve shooting the crap 
out of zombies, mutated beasts, and furniture. As a 
light-gun game, you certainly couldn’t ask for much 
more-there are several lengthy scenarios per chap- 
ter, starting with Resident Evil Zero's train derail- 
ment, moving on to Chris and Jill's deadly mansion 
foray from the original title, and continuing with the 
harrowing escape from Raccoon City chronicled in 
Resident Evils 2 and 3. (Strangely, that scenario is 
told solely through the eyes of RE3 heroes Jill and 
Carlos; perhaps RE2's Leon Kennedy is too much of a 
big shot to share top billing at this point.) Along the 
way you and a friend will get a chance to put a few 
thousand more bullets into each game's trademark 
enemies, re-enact several memorable boss fights, 
and cringe anew at the heroes’ legendarily campy 
one-liners. The capper is an entirely original scenario 
set in Umbrella’s stronghold that promises to reveal 
some of the secrets behind the villainous Wesker. 

Umbrella Chronicles adds a few unexpected ele- 
ments to the usual on-rails light-gun formula, includ- 
ing the abilities to throw grenades, swing a knife with 
aslash of the Wii remote, and adjust the camera 
slightly to look in any direction. The environments 
are impressively destructible—item hunters can blast 
boxes, vases, and even furniture to bits in search of 
recovery herbs, ammo, and Umbrella Corporation 
evidence files. (Perhaps this explains why the fine 
officers of S.T.A.R.S. haven't yet been able to bring 
down Umbrella—incriminating files collected by 
pumping six shotgun shells into a desk probably 
aren't admissible in court.) 

Light-gun games have always made for short-lived 
diversions, but with its wealth of scenarios and even 
afew branching paths, this one looks to provide a 
more substantial experience than most. It also fea- 
tures a weapon-customization system that allows 
you to spend points earned for completing scenarios 
to permanently boost the stats of your secondary 
weapons (so if you raise that shotgun to level 3, it will 
bea level-3 shotgun for any character in any sce- 
nario). You'll need those boosts, too; Umbrella 
Chronicles is quite a challenge, and with a full decade 
of Resident Evil history to blast through, you won't be 
running out of targets anytime soon. —Casey L. 
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Deadly 
Touch 


>NINJA GAIDEN: 
DRAGON SWORD 


PLATFORM: DS * PUBLISHER: TECMO 
DEVELOPER: TEAM NINJA * RELEASE: WINTER 2007 


On the surface, a ninja Gaiden controlled 
exclusively via the stylus sounds like a terrible idea. 
This is a franchise, after all, that prides itself on 
being the hardest of the hard-core. But the folks at 
Team Ninja аге living up to their name with a mas- 
terfully crafted control scheme that does the series 
remarkable justice. It takes all of about two minutes 
to get acclimated before you’re tossing shuriken, 
dashing across the screen, and slashing enemies 
with the artful style befitting a master ninja. The 
visuals are equally impressive, mixing gorgeous 
prerendered environments with polygonal charac- 
ter models (including some massive bosses). 

It sounds clichéd, but in this case, playing really is 
believing. Fortunately, you'll be able to get your 
hands on a Dragon Sword demo via in-store down- 
load stations later this year. —Steve T. 


Take down the Empire, 
brick by interlocking brick. 


LEGO Legacy 


рда 0 STAR WARS: THI 
COMPLI 1 SAGA 


PLATFORM: Wii (ALSO ON DS) * PUBLISHER: LUCASARTS 
DEVELOPER: TRAVELLER S TALES * RELEASE: NOVEMBER 2007 


We thought we’d already seen most of The 
Complete Saga when LEGO Star Wars and LEGO Star 
Wars Il: The Original Trilogy came out on GameCube. 
But once we saw all of the new content, as well as got 
a feel for what the Wii remote could bring to the 
series, we got а lot more interested. The Complete 
Saga includes new areas and missions, as well as Wii- 
remote-centric minigames. In addition, the develop- 
ers have included additional Star Wars characters, 
bringing the total up to 120 playable LEGO figures. 

Gesturing with the Wii remote isn’t simply cosmet- 
ic—it adds strategic gameplay elements, too. As the 
developers are quick to point out, The Complete 
Saga is the first game in which you get to use the Wii 
remote as а light saber, something Star Wars fans 
have been dying for; you swing the Wii remote back 
and forth to knock down enemies, and you can per- 
form a powerful melee move by double-jumping, 
then jerking the controller to slam down ona foe. 
And when you're building something within the 
game, you can accelerate the process by shaking the 
remote and nunchuk vigorously, shaving off precious 
seconds in the heat of battle. —CHRIS 5. 
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The Koopas have a long histo- 


May the Best |З А2222 
Mascot Win >. 


MARIO & SONIC AT THE 
OLYMP IC GAMES 


PLATFORM: Wii (ALSO ON DS) * PUBLISHER: SEGA 
DEVELOPER: SEGA * RELEASE: NOVEMBER 2007 


Mario and Sonic continue training for their 
historic showdown coming this November, when 
hedgehog and plumber will face off in more than 
20 events, including the recently revealed hurdles 
and archery competitions. The former involves 
pumping the Wii remote and nunchuk to run and 
pressing the B Button to jump. Archery is a bit 
more intriguing; you press the A and B Buttons at 
the same time as if you were grasping an arrow, 
then pull back on the Wii remote as you hold the 
nunchuk in front of you. Once you've lined up the 
shot (making sure to take the wind into account), 
you release the buttons to let your arrow fly 
(complete with “thwip” sound from the Wii 
remote’s speaker). Because each of the famed 
competitors has different strengths and weak- 
nesses, some of them are inherently better at cer- 
tain events than others (though Sega promises 
that such advantages won't be so large as to be 
insurmountable). —Steve Т. 


Booty Call 


ZACK & WIKI: QUES 
BARBAROS' TREASURE. 


PLATFORM: Wii * PUBLISHER: CAPCOM 
DEVELOPER: CAPCOM * RELEASE: OCTOBER 2007 


If Zack & Wiki's colorful graphics col- 
orful graphics and supercute characters have you 
thinking it'll be another toothless kid's game, 
think again—after only a few simple training puz- 
zles, the game transforms from a brain-tickler to a 
brain-pummeler, offering large areas full of crit- 
ters and contraptions that must be combined in 
imaginatively twisted ways to unlock each stage’s 
booby-trapped treasures. 

Tack & Wiki's got The catch-22 of puzzle games is that if they're 

looks and brains. tough enough to be rewarding, they're tough 

Я B КЕНЕ с enough to be frustrating. But a newly unveiled sys- 

tem in Zack & Wiki solves that problem by allowing 
players to spend their loot on one-shot items that 
can provide a hint when you're stuck or reverse an 
action that had fatal consequences. With those 
backup systems in place, the developers were free 
to get a little bit sadistic with the puzzles and 
traps, and we're loving the results. —Castv L. 
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Guilt Tri 


p 


PLATFORM: Wii * PUBLISHER: AKSYS GAMES 
DEVELOPER: ARC SYSTEM WORKS 
RELEASE: OCTOBER 2007 





T- 


With its precision gameplay, gor- 
geous hand-drawn graphics, rockin' soundtrack, 
heavy-metal-inspired cast of characters, and 
plethora of special techniques, the Guilty Gear 
series has been one of the top 2-D fighting fran- 
chises around since it battled its way onto the 
scene in the late ‘90s. The series’ latest refine- 
ment—Guilty Gear ХХ Accent Соге- із making its 
way to Wii, and in addition to all the nuanced 
technique that hard-core fans have come to 
appreciate, this edition adds instantly gratifying 
motion-based controls to the game, insuring that 
anyone can jump in and start having a blast. 

Purists needn’t worry; if you like your one-on- 
one fighting the traditional way, you can use a 
GameCube or Classic controller to execute strikes, 
aerial-combo-inducing Dust attacks, and special 
moves the way they were originally intended. If 
you want to get your waggle on, however, you can 
move the nunchuk to execute punches and kicks, 
and the Wii remote to activate slashes and heavy 
slashes. By holding down the C or Z Button and 
moving the remote or nunchuk, you can unleash 
preprogrammed character-specific special 
moves, and by motioning while holding other but- 
ton combinations, you can trigger devastating 
Force Break or Overdrive super attacks. 

And that’s just for starters. By using your 
Tension Gauge (a meter that fills up as you attack 
or suffer injuries), you can take advantage of 
advanced abilities like Faultless Defense (a block- 
ing maneuver that prevents you from taking any 
damage), Roman Cancels (which interrupt your 
character's animation to chain combos together), 
and instant kills (which, as the name implies, 
immediately defeat a foe with a visually spectacu- 
lar finisher, but at the risk of losing your entire 
Tension Gauge). Additionally, your Burst Gauge 
allows you to knock adversaries back with an 
invincible Psych Burst defensive technique. 

That might seem like a lot to handle, but don’t 
worry—Accent Core offers plenty of ways to hone 
your skills. Arcade and versus modes let you fight 
the CPU or your friends, respectively, while sur- 
vival and Medal of Millionaire modes pit you 
against increasingly difficult series of foes. A 
deep training mode even lets you record and 
replay your character’s actions. 

Accent Core's variety comes from more than 
just game modes. Twenty-plus characters (includ- 
ing protagonist Sol Badguy, the vampiric Slayer, 
and guitar-wielding witch I-No) are at your dis- 
posal, and the battles will take you around the 
globe and beyond, from Paris to China to Hell 
itself. Versus fighting games might not be as pop- 
ular as they once were, but judging by what we've 
seen of Guilty Gear XX Accent Core, the genre can 
still pack a punch. - -Снві5 Н. 
















































Is the guitar mightier than the sword? 
Guilty Gear XX has the answer. 
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PLATFORM: Wii, DS * PUBLISHER: LUCASARTS 


DEVELOPER: FRONTIER DEVELOPMENTS (Wii), DC STUDIOS 
(DS) • RELEASE: OCTOBER 2007 

































An entire theme park-five of them, actual- 
Іу- із yours to control in Thrillville: Off the Rails. In the 
wii version of the game, you build and decorate the 
attractions, interact with the guests, hire the person- 
nel, maintain the grounds, set the prices, and more— 


but most importantly, you get to actually ride or play | Я У zB The best part is that you 
anyattraction you put in your park. Roller coasters i won't puke after the ride. 


arethe centerpieces of any good amusement park, y 


and you have full control over them in Thrillville; you 
can choose from several themes (including tradition- 
al wood coasters, mine-cart coasters, and water- 
based log rides), then design towering coasters by 
simply tilting and twisting the Wii remote and 
nunchuk to lay out the track. You can even add 
advanced pieces like loops, breakaway walls, and ele- 
vator drops. Dozens of other attractions await, such 
as minigolf, robot boxing, and arcade-style games like 
Tank Frenzy (a top-down tank shooter) and Bandito 
Chinchilla (a side-scrolling beat-‘em-up). LucasArts 
also has a DS version of Thrillville on the way, which 
features the same premise as its Wii counterpart, but 
with touch-screen controls and seven DS-exclusive 
minigames added іп. —Curis Н. 
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PLATFORM: DS * PUBLISHER: ATLUS. 
DEVELOPER: NOISE FACTORY 
RELEASE: OCTOBER 2007 
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Ontamaestros—people who excel at Atlus’s 
quirky action/music game Ontamarama for DS—may 
prove to be one of the most exclusive clubs in the 
world. That’s not to say this bright, bouncy 05 title 
isn’t fun, but rather that its quirkiness may keep it in 
the shadows, where quality niche games are often 
discovered by only а few dedicated fans. If you're 
clever enough to get it, you'll soon find yourself tap- 
ping little critters known as Ontama with your stylus, 
thus filling a musical note that scrolls toward a hole 
called the clef. When the note reaches the clef, you 
need to push the Control Pad in the direction indicat- 
ed by the note’s arrow to play it. There are four col- 
ors of Ontama and notes, plus special Ontama, some 
with good and some with bad qualities. You can also 
draw а circle around any number of like-colored 
Ontama to clear them all, and the Breath command 
requires you to blow into the microphone to clear all 
colors of Ontama from the screen. Combine all this 
action with lively techno songs, bold anime-inspired 
graphics, а nutty plot about a guy named Blast who's 
Ў kidnapping Ontama, multiple levels of difficulty, and 
Create music and excite anime ОЙ ashop in which to purchase useful items, and you've 
schoolgirls at the same time. : got a symphony of DS fun. —Scorr P. 
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Dream 
Escapes 


PLATFORM: Wii * PUBLISHER: SEGA 
DEVELOPER: SEGA * RELEASE: DECEMBER 2007 


Sega has finally pulled back the curtain a lit- 
tle more on NiGHTS: Journey of Dreams, revealing a 
new stage as well as detailing some of the backstory 
for the game's two new characters, giving us an 
excuse to cover the high-flying adventure yet again. 
(Can you tell we're looking forward to this one?) 

Both of the game's young protagonists-Will 
Taylor and Helen Cartwright-live in the city of 
Bellbridge, and have recently been experiencing 
nightmares stemming from changes in their family 
lives. Will's father, who every day after work would 
come home and practice soccer with his son, was 
recently transferred to a different city by his 
employer, leaving Will feeling very alone. Similarly, 
Helen was once very close with her mother, but as 
she's grown up and begun spending more time with 
her friends, she and her mother have drifted apart, 
leaving Helen with subconscious feelings of guilt. 
Onenight, a warm light appears in both children's 
dreams, banishing their nightmares and beckoning 
them to the idyllic world of Nightopia. There they 
meet a mysterious flying jester named NiGHTS, and 
thus begin a whimsical journey that has you soar- 
ing, swooping, and performing all manner of aerial 
acrobatics through seven themed dreamscapes. 

According to Sega, the new desert stage pictured 
here represents Will's feelings of solitude. The 
amusement park buried in the sand reflects happy 
memories of Will’s father, and the giant beanstalk 
that rises through the clouds serves as "а subcon- 
scious symbol of Will's inner desire to grow up and 
escape the desolation he feels.” It’s all in step with 
the psychology of Carl Jung, upon which the stage 
designs are based. Things get even more surreal 
from there, however. By touching TV sets floating 
throughout the area, you can transform the entire 
level into a lush oasis filled with rings and other 
helpful items. If you miss one of the televisions, 
though, the level will eventually revert back toa 
desert, where sinister Nightmarens attack en 
masse. As the setting changes, so does NiGHTS’ 
flight path through the level. 

At the end of the stage, you'll encounter a giant 
fish named Girania. As the boss leaps out of the 
water and tries to devour our heroic jester, you 
must loop around it, causing the fish to explode into 
dozens of tiny particles. You must then loop around 
as many of the particles as you can before they 
come together and reconstruct your foe. 

The more we see of Journey of Dreams, the more 
optimistic we are it will recapture the magic that 
made its Sega Saturn predecessor a cult favorite. 
We'll see if that dream comes true this December. 
—Steve T. 
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Beat until gray matter is 
sufficiently tender. 






























PLATFORM: Wii * PUBLISHER: XSEED GAMES 
DEVELOPER: GRAND PRIX * RELEASE: FALL 2007 


The subset of American anime/manga fans 
who are also boxing fans probably wouldn't fill a 
minivan, but Xseed Games hopes a manga- inspired 
fighting title for Wii will deliver a KO to the US video 
game market. Victorious Boxers: Revolution is 
based on Hajime no Ippo (“The First Step"), a popu- 
lar manga that follows the journey of Ippo 
Makunauchi from scrawny wuss to featherweight 
boxing champion. You can follow a portion of that 
journey yourself in the game's story mode—which 
bookends pre-determined opponent battles with 
> melodramatic cinema sequences-or grab а friend, 
өтте p : ч Š i pick two boxers, and start smacking each other 

E f я around. The game offers multiple control schemes— 
including non-motion-based methods using a 
GameCube controller or a Classic controller, but 
most gamers will probably opt for a motion-con- 
trolled system similar to that used in Wii Sports 
Boxing (in which the boxer you control is semitrans- 
parent). Unlike Wii Sports, however, Victorious 
Boxers is a heavyweight in the features department: 
it boasts deep gameplay and an arsenal of special 
attacks to keep the bouts interesting. —Drew W. 


Crowded 
Beach 






PLATFORM: Wii * PUBLISHER: ELECTRONIC ARTS. й 2. 
DEVELOPER: EA LOS ANGELES * RELEASE: FALL 2007 Time to start exercising 

your throwing arm. 
Normandy is hardly new ground for the 
Medal of Honor franchise. Both the film that inspired 
it (Saving Private Ryan) and Medal of Honor 
Frontline kicked off with the D-Day invasion on 
Omaha Beach. Matt Tomporowski, the producer of 
Medal of Honor Heroes 2 (which revisits the inva- 
sion) calls June 6, 1944 the “point that turned the 
tide of WWII in the Allies’ favor . . . a carefully orches- 
trated and an amazing work of strategy.” So it 
deserves another look, this time through the eyes of 
Office of Strategic Services (OSS) operative Lt. John 
Berg, who spends D-Day and the days following it 
carrying out secret missions behind enemy lines. The 
gesture-based gameplay and support for the Wii 
Zapper make pumping a shotgun and firing a 
bazooka (with the Zapper on your shoulder and the 
remote's speaker near your ear) immersive activi- 
ties. In addition to a single-player campaign, the 
game offers online deathmatch and team-play ses- 
sions for as many as 32 participants. Stat tracking 
and leaderboards show where you stand among the 
Medal of Honor elite.—Georce 5. 





















Scared Sick 


>DEMENTIUM: THE WARD 


PLATFORM: DS * PUBLISHER: GAMECOCK 
DEVELOPER: RENEGADE KID * RELEASE: OCTOBER 2007 


From fledgling publisher camecock 
Media, Dementium: The Ward is a mature first-per- 
son survival-horror title and a real graphical jaw- 
dropper. With extraordinary 3-D environments and 
great visual effects, Dementium takes graphics on 
the DS toa level previously unimagined. 

The story begins with you alone in a hospital room. 
Looking around via the touch-screen camera, you 
can see that the place has been ransacked—doors 
are unhinged, the lights are flickering, and there's 
graffiti everywhere. After stumbling in the darkness 
for awhile, you come across a flashlight, at which 
point you realize just how awesome the visuals in 
Dementium are-the flashlight illuminates the 
objects in its line of sight, and all of a sudden you can 
see your surroundings in sickening detail. 

You soon learn that you're not the only lunatic in 
the asylum—monsters of all kinds begin sizing you 
up for their next meal. You'll get a host of weapons to 
help abate the onslaught—at first a nightstick, then 
more-deadly weapons as you continue to search for 
away out of this nightmare. You can quickly swap 
the item you have equipped via icons on the touch 
screen. Dementium isn’t just an action title, though— 
you'll need to search for clues and items such as key- 
cards to help you make it out alive.—Curis S. 
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Tunnel stages are back 


S - | Hard-Core 
| Heaven 


>CONTRA4 


PLATFORM: DS * PUBLISHER: KONAMI 
DEVELOPER: WAYFORWARD * RELEASE: NOVEMBER 2007 
































Brain training? Puppies? vean, the 05 is 
good for that. But if you're a grizzled video game vet- 
eran, Konami’s got what you really need: ferocious 
co-op action, alien invasions, huge explosions, and 
lots of stuff to shoot. Contra 4 keeps looking better 
every time we see it, and even though American 
developer WayForward is at the helm, the game feels 
like true Contra in every way imaginable. The side- 
scrolling shoot-‘em-up action offers nonstop thrills, 
complete with power-ups such as the laser, 
flamethrower, and spread gun (and now you can 
grab two of any weapon to further increase your fire- 
power), and giant, screen-filling bosses—including 
variations on some Contra favorites. The conflict 
rages from a hazar¢-filled jungle to the heart of 
Black Viper’s lair; along the way you'll endure some 
incredible encounters, including a jet-ski battle 
against aquatic foes and a fight for survival atopa 
giant airborne rocket. The classic tunnel stages from 
the original Contra are back as well, but rendered in 
full 3-D. If that sounds too intense, don’t worry— 
there's always the puppies.—Curis Н. 
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Damaged 
Good 


>NEED FOR SPEED 
PROSTREET 


PLATFORM: Wil * PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA BLACKBOX * RELEASE: NOVEMBER 2007 





There was a time when Need for Speed’s cars 
stayed intact, no matter how many guardrails and 
competitors they slammed into. But the latest entry 
in EA's long-standing series shows just how much 
you've abused your vehicle—bent body parts result 
from your scrapes and collisions. The game, which 
expands on Need for Speed Carbon's street-culture 
scheme (with a global twist), also reflects the atten- 
tion that you've lavished on your vehicle with its 
advanced Autosculpt feature, showing you how the 
car's performance will improve as you customize. 
You don't have to be a racing-game expert to give 
ProStreet a spin. Three levels of control assists, such 
asan option for a single-button gas and brake, allow 
players of all skill levels to compete. Another control 
innovation comes in the overhauled Drag mode, in 
which you gesture with the Wii remote to change 
gears. Also in the offing is the new Speed Challenge, 
atest of tight control and redline acceleration. A sin- 
gle mistake will let you see just how realistic the 
vehicle damage effects have become. —GEoRGE S. 
























Customize your ride, then 
try not to wreck it. 






Web Design 


>SPIDER-MAN: 
FRIEND OR FOE 


PLATFORM: Wii (ALSO ON DS) * PUBLISHER: ACTIVISION 
DEVELOPER: NEXT LEVEL GAMES • RELEASE: FALL 2007 


When a meteor breaks up in Earth’s atmosphere and 
sends shards bearing alien beings called Phantoms 
to six locations around the globe, it's not long before 
Spider-Man is recruited to save the world. Spider- 
Man: Friend or Foe for Wii begins іп a secret mobile 
base, where Spidey chooses a companion and heads 
off to find the meteor shards . Although you'll team 
up witha character at the beginning of a mission, 
you'll encounter additional characters that may be 
swayed into joining the cause. The action is pure 3-D 
brawler with an obvious co-op component—a second 
player can join in at any time—and single players can 
switch between the two fighters for added variety or 
if one character has low health. You'll battle 
Phantoms using fisticuffs, web-weapon tactics, and 
special attacks and combos for the supporting cast, 
and each shard location hosts several boss encoun- 
ters with franchise foes such as Doc Ock. Wii motion 
controls (both the remote and nunchuk are used) 
add a visceral connection to the melee action as you 
grapple a baddy and swing him around, then release 
him into a group of attackers. You can even upgrade 
Spidey's web abilities and various attributes of other 
characters back at the Helicarrier using tokens you 
win during battle, plus you can buy items such as 
Health Regeneration, Mega-Damage, and 
Invincibility. A DS version of the game is also sched- 
uled to be released this fall. —5сотт P. 


Hold his head, Doc, and I'll 
kick his ugly alien face! 





Fight Fire 
with Fire 


PLATFORM: Wii * PUBLISHER: D3PA 
DEVELOPER: LAND НО! • RELEASE: SEPTEMBER 2007 


Sometimes it’s fun just to beat the everlovin’ 
crap out of bad guys. That's the assertion upon 
which Dragon Blade: Wrath of Fire is built. This Wii- 
exclusive hack-‘n’-slash doesn't waste any time on 
such frivolities as platforming or puzzle-solving; it's 
all about putting a beatdown on one ill-intentioned 
horde after another. The game takes place in a world 
terrorized by malevolent dragons, and you're tasked 
with putting an end to their tyrannical reign by 
wielding the Dragon Blade, a magical sword that 
itself contains the soul of a dragon. As you collect 
pieces of the blade, you can manifest its power in 
four different forms—from a flaming whip to a giant 
fist-each with its own unique qualities and special 
moves. Attacks are all gesture-based; you'll thrust 
the remote and nunchuk downward to perform an 
earthshaking ground pound, for example, or lift the 
controller overhead to unleash a volley of fireballs. 
Transforming your blade requires a simple press of 
the Control Pad, allowing you to switch forms mid- 
attack for some impressive combos. At the end of 
each stage, you'll face off with one of the colossal 
dragons for a duel that puts your mastery of the 


blade to the ultimate test. Steve T. Some of Dragon Blade's envi- 


ronments are pretty impressive. 


How much you want to bet І can throw 


тшшш @ TEX) a football over them mountains? 


PLATFORM: DS * PUBLISHER: CRAVE 
DEVELOPER: 7 STUDIOS * RELEASE: OCTOBER 2007 


Before you chalk this one up to another ter- 
rible game with a movie license, please consider 
the following: This was pretty much the best movie 
of all time. And since there still is no talk of a 
movie sequel, the good people at Crave decided 
that we should take a nostalgic trip back to 
Preston, Idaho, and check in on how everyone’s 
favorite curly-haired, moon-boot-wearin’ dancer 
and his gang of merry men are doing. The answer? 
Pretty much the same as before, but of course you 
already knew that. Tina still needs to be fed, Kip 
and Uncle Rico are still up to their terrible money- 
making schemes, and Napoleon is still convinced 
that he indeed does have sweet bo-staff skills. All 
of these adventures and more are brought to life 
via a variety of touch-screen minigames; you'll be 
asked to throw a football farther than Uncle Rico 
can, break open a piñata for Pedro, or protect your 
cousins from wolverines on an Alaskan hunting 
trip. unless you're some kind of freakin' idiot, 
you'll be picking up Napoleon Dynamite for your 
DS this fall, at which point all of your wildest 
dreams will come true. —РЕТЕ М. 
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THE LIMIT 


The crew of Square Enix's role-playing epic soars to new heights in FINAL 
FANTASY XII: Revenant Wings, exclusively for DS. 8y Chris Hoffman 





ast year Final Fantasy XII transported 
players to the world of Ivalice for a 
sweeping wartime tale of betrayal, 
revenge, liberation, and freedom. This 
December the adventure continues. Revenant vading Archadian Empire. Now 

. Й e's living his dream of bein 
Wings picks up one year after its predecessor sky pirate. ga 
left off, but adds plenty of new elements to Lo emacs 
create a game that's distinctly its own. 








© 2007 Square Enix Co., Ltd. 
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A Fantasy 
Takes Flight 


In the original Final Fantasy XII on PS2, 
youthfully exuberant Vaan and his friend 
Penelo joined forces with deposed 
princess Ashe, honor-stripped soldier 
Basch, and benevolent sky pirates 
Balthier and Fran to stop the violent 
ambitions of the invading Archadian 
Empire. The quest was grand, the charac- 
ters unforgettable. By the time the cred- 
its rolled, Ivalice was again at peace, Ashe 
had taken her rightful place as the queen 
of the land of Dalmasca, and Vaan 

(with Penelo at his side) was on his way 
to becoming a do-gooding sky pirate 
himself. 


ЄС Each install- 
ment of the Final 
Fantasy series fea- 
tures an innova- 
tive battle system, 
and Revenant 
Wingsisno 
exception" 
——Motomu Toriyama, director 


During FFXII's ending, Vaan received a 
letter from Balthier inviting him to the 
Glabados ruins—and it's there that Final 
Fantasy XII: Revenant Wings takes flight. 
At the ruins, Vaan obtains a gem called 
the Cache of Glabados, and after a nar- 
row escape, he discovers that the treas- 
ure gives him control over a mysterious 
derelict airship called the Galbana. Along 
with their orphan friends from the city of 
Rabanastre—Kytes, Filo, and Tomaj (all of 
whom had minor nonplayable roles in 
FFXII)-Vaan and Penelo take off in the 
Galbana and discover an entire continent 
floating in the skies above Ivalice. Once 
concealed by a magic barrier, the sky 
continent of Lemurés is now exposed 
(thanks to the destruction of the Sun- 
Cryst stone in FFXII), and it provides the 
perfect opportunity for exploration and 
adventure that Vaan and his neophyte 
sky pirate companions crave. 


Clashes in the 
Clouds 


According to Revenant Wings’ 
director, Motomu Toriyama, the 
game's newly discovered 
lands provide "the ideal 
backdrop for our con- 
cept-an uplifting and 
invigorating fantasy 
adventure.” But 
Revenant Wings is about more than 
free-spirited whimsy; it’s also about tak- 


Calling All 
Creatures 


Revenant Wings lets 
you summon dozens of 
Espers to aid you in 
battle. Here are afew 
of the monsters you 
can enlist. 


The upper screen lets you keep 
track of the entire battlefield. 


















































Bombs can toast 
ground-based enemies 
with explosive attacks. 


Cactoids fire needles 
from afar to thwart 
flying foes. 


White Hares are lovers, 
not fighters. They spe- 
cialize in healing spells. 


Chocobos are all- 
around solid melee 
fighters. 


Ashe (age: 20) 
of Dalmasc 



















Princess Ashe lost her kingdom and 

her family when the Archadian 5 

Empire invaded Dalmasca. aes 

a difficult struggle, she reclaime | 

rightful place as queen. ee m - 
but their knives can 


hurt! 
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Lemurés is filled with impressive locales, 
including the village of Heaven’s Vigil. 


ing advantage of the DS hardware and 
delivering an experience unlike any pre- 
vious Final Fantasy game. 

Combat is at the heart of Revenant 
Wings’ gameplay. Instead of being ran- 
dom, turn-based, menu-driven affairs 
like in many Final Fantasy titles, the mas- 
sive battles in Revenant Wings play out 
more like encounters in real-time strate- 

gy games. By touching char- 
acters (or their icons, 
which are found at the 
upper edge of the bot- 
tom screen) with the 
stylus and scrolling 
around the map with 
the Control Pad, you 
can easily direct the 
heroes to attack (by 
clicking on enemies) or 
command them to move 

(by clicking on unoccu- 

pied areas of the battle- 
field). Tapping your units 
also lets you access their ever-growing 
Magicks/Abilities list to unleash charac- 
ter-specific special attacks and familiar 
spells like Curaja (for healing), Hastega 
(for speeding character actions), and 
Firaga, Віїггава, and Thundaga (for ele- 
mental attacks). You can even control 
multiple characters at once by dragging 
a box around them with the stylus, or 
press the X Button to select all your 












Repulsed by life as an 
Archadian Judge, Balthier aban- 
doned his duty and his heritage 
for a life of freedom as a heroic 
sky pirate. He considers him- 
self “the leading man.” 


































units simultaneously. 

“Each installment of the Final Fantasy 
series features an innovative battle sys- 
tem, and Revenant Wings is no excep- 
tion,” Toriyama states. “Before incorpo- 
rating strategy elements, we placed a 
priority on utilizing the Nintendo DS's 
touch-screen technology to command 
scores of characters in battle. The result 
is a unique brand of combat that com- 
bines the best of Final Fantasy XII's battle 











































































system and strategic gaming.” Use Auracite | 
What makes the battles especially crystals to enlist 

intense is the ability to summon Espers to 

join you in battle. The Cache of Glabados, the Ring of Pacts. 

it turns out, has the ability to bring forth 

creatures from a magical realm, and 

although these Espers агеп'ї necessarily 

as imposing as the ones in previous Final 

Fantasy games, they're essential to suc- 

cess. By enlisting their help via the Ring 
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Different Esper 
troupes call for 
different tactics, 
giving missions 
high replay 
value.” 





of Pacts menu (sort of like the license p The Quickening special attacks look 
board in the original FFXII) and then tap- fantastic and they're very effective. 
ping Summoning Gates found on the bat- 
tlefield, you can gain the aid of dozens of 
creatures from Final Fantasy mythos, 
ranging from cute chocobos, cac- 
toids, and tonberries to the mighty 
Shiva, Ifrit, and Odin. Each type of 
Esper has its own abilities and 
attributes, and as you acquire AP 
(astral power) in battle, you can 
temporarily increase their lev- 
els. 

"From the world view, the 
Espers of Revenant Wings are 
born of a different power than 
those of Final Fantasy XII," 
explains Toriyama. “In-game, 
Revenant Wings’ battle system is 
built around simultaneously sum- 
moning more Espers than any 
other Final Fantasy game. 
Players are free to try any com- 
bination of Espers to support 
them in battle, where the out- 
come will be decided by strategic 


which allows each hero to automatically 
execute a specific ability of your choice, 
and-once you've earned them—you can 
utilize superpowerful 
Quickening moves to really 


h ( 37) turn the tide in your favor. 
Basch (age: 


Р 
selection and proper deployment. A Pirate’s 
Different Esper troupes call for ЩА АЕА.  É 6.  .-—- Н 

different tactics, giving missions Е branded a traitor thanks Life 

high replay value. Personally, | to his deceitful twin brother, As Final Fantasy fans know, 
like pairing Vaan with chocobos Basch is а loyal soldier of however, there's more to the 
for quickness and rushing in to Dalmasca. He now wears the series than just combat. 


strike first.” 

Combined with а rock- 
paper-scissors-style combat 
system (melee fighters have an 
advantage over ranged fighters; 
ranged fighters can best flying 
characters; flying characters 
make short work of melee fight- 
ers) and elemental affinities 
and weaknesses, the combat 
possibilities are vast, and the 
depth of the battle system 
doesn't stop there. Like in 
the original FFXII, you 
can select "gambits" for 
your characters, 


mantle of Judge to m During the course of Vaan 
peace and protect the jus and crew’s adventure on 
new Archadian Emperor, | Lemurés, they encounter a 
Lord Larsa. wide range of characters 
new and old, including vari- 
ous sky pirates and members of 
the Aegyl race (winged beings native to 
Lemurés who play an integral part in the 
game's story). Due to the trouble on 
Lemurés, many of them take temporary 
refuge on the Galbana, leading to the 
establishment of what's essentially a 
minicity aboard Vaan's airship, complete 
with a café, an equipment shop (each 
character can use assorted weapons, 
armor, and accessories), a materials shop, 
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for Ivalice from the view of the elite, 
Revenant Wings spins its tale through the 
eyes of common folk, focusing on their 
adventures first-hand,” says Toriyama. 






































е Viera race, Fran left the 

2 t 
forests of her People to become a sk de 
pirate. She's an ace. mechanic a i 


nd a 
of weapons who's extremely lo master 


yal to Balthier, 


and an artificer who helps you forge new 
equipment from resources you've bought 
or acquired in battle. You can also simply 
wander around the area and converse 
with your comrades and NPCs (either via 
the traditional Control Pad and buttons or 
using a purely touch-screen interface). 

Additionally, Tomaj sets up a notice 
board on the ship's bridge, which gives 
the crew an opportunity to embark on 
story-based bonus missions and side 
quests. The optional conflicts may involve 
clearing an area of monsters, fighting a 
powerful “rare monster” boss, acquiring 
specified treasures, or battling rogue sky 
pirates—successfully clearing some mis- 
sions even unlocking powerful new Espers 
on the Ring of Pacts. Furthermore, you 
can freely cruise the world map in your 
ship (something of a throwback to classic 
Final Fantasy titles) and revisit areas to 
gain experience points by fighting foes in 
extracurricular clashes. 

Should you opt to skip over the game's 
extra trappings, you'll still be rewarded 
with a grand tale that has world-shaking 

repercussions. "Where Final Fantasy XII 
eloquently details a historic struggle 






"While taking place in the same 
Ivalice, this fresh perspective 
makes the world more familiar 
and accessible to players." 
Though bereft of the political 
intrigue and intricate plot twists of 

its predecessor, Revenant Wings" 

storyline is in some ways more epic 

in scale, as the heroes encounter a 

false Judge-the Judge of Wings- 
who, in conjunction with a godlike 

entity, wants nothing short of domi- 
nation over all of Ivalice. 

As the plot unfolds, Vaan, Penelo, and 
their friends enlist the aid of a heroic 
Aegyl named Llyud and are eventually 
reunited with Fran, Balthier, Basch, and 
Ashe, as well as young Lord Larsa (the 


Veterans will 
enjoy revisiting 
Ivalice...and 
setting forth on 
another adventure 
with old friends." 


new emperor of Archadia). And while the 
ensemble spends most of its journey 
amidst the clouds on Lemurés, return 
trips to familiar Ivalice locales—including 
areas like the Dalmasca Estersand desert, 
the Giza Plains, and the snowy Paramina 
Rift-are definitely in the cards. “Veterans 
will enjoy revisiting Ivalice, seeing familiar 
faces like Vaan and Balthier again, and 
setting forth on another adventure with 
old friends,” Toriyama promises. 











The New Crew 


The cast of Revenant 
Wings includes several 
supporting FFXII char- 
acters (now in much 
more significant roles), 
as well as new faces. 


TOMAJ: Once an 
employee at the 
Skysea bar, Tomaj joins 
the crew of the 
Galbana as a supplier 
and shopkeep. 


KYTES: Kytes is one of 
Vaan’s orphan friends 
from Rabanastre. In 
Revenant Wings, he 
masters magic. 


FILO: Another orphan 
from Rabanastre, Filo 
proves her worth as an 
airborne fighter who 
uses a hoverboard. 


жі 
099: 
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LLYUD: Llyud is the first 
Aegyl the Galbana's 
crew encounters. He 
seems stern, but he’s a 
staunch ally. 








Your airship, the Galbana, lets you 








Fantastic Voyage 


Final Fantasy has long been known for 
its outstanding presentation, and 
Revenant Wings continues the tradition. 
Hand-drawn 2-D character sprites blend 
with 3-D environments to create a visual 
style that harkens back to the renowned 
FF games of old, while gorgeous cut- 
scenes add an exclamation point to the 
most significant moments of the quest. 

“The CG cut-scenes spanning both 
screens were brought to life by proprietary 
technology,” reveals Toriyama. “The 
screens handle rendering individually, so it 
was no easy task to coordinate them in 
tandem to create the effect of one picture. 
The quality of the movies was a matter of 
cramming as much as possible into the 
[game card].” 

Likewise, the music is some of the most 
impressive on the DS. Fans of the original 
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FFXII will recognize many of the tunes, 
which have been faithfully re-created to 
make the most of the DS's sound capabili- 
ties. “We really worked overtime to faith- 
fully reproduce the lavish Final Fantasy XII 
soundtrack from the PS2 on the DS. . . ." 
Toriyama recalls. “While arranging the 
score to convey the feeling of Revenant 
Wings, we kept the essence of the originals 
untouched. ... The nostalgic tunes that 
summon players back to the world of 
Ivalice actually took as long to arrange as 
composing the new pieces did!” 
Responding to criticisms about the 
Japanese version being too easy, the cre- 
ators have even increased the difficulty for 
the game's North American release by 
rearranging enemy placement on maps, 
improving enemy Al, and allowing ene- 
mies to use their own gambit tactics in bat- 
tle. Better yet, North American players will 
be treated to a brand-new, extrachalleng- 
ing bonus dungeon called the Midnight 
Deep, featuring exclusive Espers and 
enemy leaders. In its deepest level awaits 
Yiazmat, the most powerful monster in 
Final Fantasy XII. As Toriyama explains, 
“Each stage of the dungeon was designed 
with different strategies and styles of play 
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over, Penelo has let her 

dancer's spirit come to the 
surface. She's irrepressibly 
optimistic, and never far 

































navigate the world map with ease. 











Stunning CG cut-scenes 


punctuate the action. 
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іп mind. It should provide a thrilling chal- 
/  lengefor players before they go on to fin- 
—À ish the game." 

With its familiar characters and locales, 
strategic large-scale battles, and accessi- 
ble touch-screen controls, Revenant Wings 
seems destined to maintain the depth and 
grandeur that Final Fantasy games are 
known for while carving a niche uniquely 
its own. If all goes as Toriyama hopes, 
Revenant Wings could be the start of 
something big—and he thinks players will 


enjoy coming along for the ride. 

"Revenant Wings is the beginning of 
something new for the Final Fantasy series 
on the Nintendo DS, building on Final 
Fantasy XII's excellence to deliver an 
immersive RPG into the palm of your 
hand," he asserts. "I believe the simple, 
wide-open interface of Revenant Wings" 
battle system carries great potential, and І 
hope players will experience now what 
may someday be the beginning of a whole 
new brand of Final Fantasy." 





from Vaan's side. 
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The Space Pirates are on the 
march, corrupting the Galactic 
Federation’s Aurora Units and 
launching coordinated attacks of 
Federation targets. Before you can 
break their grip on the planets 
Bryyo and Elysia, you'll need to 
acquaint yourself with Samus's 
powerful new grappling and 
Hypermode abilities. You'll have 
ortunities to do so 
during your training on the 
Federation ship and 
in the battle on 
Norion that fol- 
lows. 
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Phazon corruption is both Samus’s 
greatest weapon and her gravest threat in 
the final chapter of the Metroid Prime trilogy. 


By Casey Loe 
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There’s a lot going on in Metroid Prime 3: Corruption, so whether 
you're new to the series or you're a veteran adapting to Wii-remote con- 
trols, it's a good idea to study up on the game's mechanics before you hit 
the battlefield. 


SCANNING FOR TIPS AND TOKENS 


The Scan Visor is one of the most important tools in Samus's arsenal, providing valuable information on envi- 
ronmental hazards, enemy tactics, and planetary lore. One new twist is the use of tokens, which you can earn 
by scanning unique life-forms (allies and enemies alike) and certain unusual objects. You can then redeem 
them to unlock bonuses, music tracks, and concept art. 


THE LOGBOC 
HE LOGBOOK 
Some objects have especially lengthy data entries. 
If a prompt appears when a scan is complete, you 
can press the 1 Button to enter your logbook and 
read more-detailed information. Once they're 
unlocked, you can view these entries any time by 
selecting the notebook icon on the map screen. 
























High Priority Low Priority 
When you flip on your visor, crucial objects that All other scannable objects and creatures ini- 
Samus must interact with to progress appear tially appear tinted in blue. Scanning them is 
tinted in red. Scan them for a tip on how to uti- not crucial, but doing so can earn you hints, 

lize or destroy them. lore, and possibly tokens. 














Know Your Enemies 


In your logbook, click on the Metroid icon to 
view the entries of all the creatures you've 
scanned, organized by faction. You'll also be 
able to see how many members of each faction 
remain to be scanned. 
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Press г to scan 


Scanned (and Logged) 
Once you've scanned an object, its tint shifts to green to show that you've already examined it. If you scan 
it again, its information will appear immediately. 


Research on the Run 

Your foes aren't going to give you a break while you're using the Scan Visor, so eliminate them first, if possi- 
ble. If that isn't an option or if you're scanning the enemies themselves, remember that the 2 Button locks you 
onto a foe, so you can move or jump to dodge its attacks while you scan. 





Scanning... 
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AMASSING ENERGY TANKS 


Energy Tanks are among the most valuable items Energy-Conservation Ti ps 
that have been hidden throughout the planets of 


the Galactic Federation. Not only do Energy Tanks 
allow Samus to survive longer in tough battles, but 
they can also be injected into her PED Suit to acti- 
vate the powerful Hypermode. 


There are several ways to recoup lost health. Save rooms heal you completely, and are usually strategically 
placed before boss fights. You can also heal and save at your own ship, so never pass up an opportunity to sum- 
mon it to the landing sites you'll discover. You can also find plenty of healing items by blasting crates, plants, 
and other objects, and you can even heal by standing in pools of blue Phazon! 








EXPLOITING (AND SURVIVING) PHAZON CORRUPTION 


After concluding your mission on Norion, Samus Entering Hypermode 
will gain the PED Suit, which allows her to trade an 


Energy Tank for a burst of superhuman Phazon 
strength. But Phazon’s power comes at a price 
that could prove fatal. 


If you have half an Energy Tank to spare, you can press the + Button to activate Hypermode. Samus will then 
become completely impervious to damage, and her Blaster will fire raw Phazon, which can tear through shields, 
destroy otherwise-indestructible objects, and deal heavy damage to normal foes. 








Surviving a Phazon Overload 

If you stay in Hypermode for too long or take a certain amount of Phazon-based damage from enemies, Samus 
will enter Corrupt Hypermode. During Corrupt Hypermode you will be unable to return to normal with the 

+ Button, and your Phazon Bar will automatically refill itself. If it fills entirely, Samus will die of a Phazon overload, 
по matter how many Energy Tanks she has left. To survive you'll need to vent the Phazon by firing your blaster 
until the bar is emptied. 
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Wii-REMOTE SKILLS IN ACTION 


Metroid Prime 3: Corruption uses the unique 
properties of the Wii remote to reinvent the first- 
person shooter genre. Don't just stick with the 

iment with the various firing sensi- 
tivities on the Options screen until you find the 
one that best suits your preferences and skill 


When you lock onto an object or enemy with the Z Button, the Grapple Lasso icon may appear. If it does, 
you can flick your nunchuk forward to latch onto the object with your Grapple Lasso, and then pull back to 
jerk the object away. You can use the Grapple Lasso to pull levers and move debris (which shimmers yel- 
low), and once you upgrade to the Grapple Swing, you'll be able to use it to swing from special hooks. 


You can also use your Grapple Lasso in combat. Against normal foes, it’s the best way to yank shields out 
of enemy hands, exposing them to Blaster damage. Against bosses, you'll often need to pull at some yel- 
low-flashing part of their bodies to expose a weak point. 


There are two ways to jump while Samus is in 
Morph Ball form. You can still use the old-school 
method of setting a Morph Ball Bomb and letting 
it blast you upward, but you can now pull off a 
jump of equal height simply by thrusting your Wii 
remote upward. This is a great way to get moving 
when you can't afford to wait for a bomb to go off, 
and it makes double jumps a whole lot easier. 


Performing a Double Jump as a Morph Ball 


To perform a Morph Ball double jump, which you'll often need-to reach optional items like Missile 
Expansions, do a standard jump and drop a Morph Ball Bomb at the apex. You can then jump into that 
bomb as it explodes to be pushed twice as high. 


When you need to reach an upper ledge while in 
Morph Ball form, you can usually rely on some 
help from a benevolent species of glowing bugs 
that will latch onto your Morph Ball and float 
you upward. Steer left or right to reach your des- 
tination, then send the bugs scurrying with a 
Morph Ball Bomb. 








я 
PRIMED 


L AND READY n" 





SUIT UPGRADE 
CHECKLIST S 








Samus will need all the help she can get to destroy 
the first two Leviathan Seeds, as detailed on the 
pages that follow. Below you'll find a list of all the 
major suit upgrades she'll encounter on her quest. 
(Missile Expansions are not listed.) 














* ENERGY TANK 


LOCATION: Bryyo (Reliquary І) 


* GRAPPLE SWING 


LOCATION: Bryyo (Hillside Vista) 


* ICE MISSILE 


LOCATION: Bryyo (Temple of Bryyo) 


« ENERGY TANK 


LOCATION: Вгууо (Ruined Shrine) 


e ENERGY TANK 


LOCATION: Bryyo (Overgrown Ruins Vault) 


* SHIP MISSILES 


LOCATION: Bryyo (Hangar Bay) 


* HYPER BALL 


LOCATION: Вгууо (Bryyo Leviathan Core) 


• ENERGY TANK 


LOCATION: Elysia (Steambot Barracks) 


* BOOST BALL 


LOCATION: Elysia (Ballista Storage) 


* ENERGY TANK 


LOCATION: Elysia (Arrival Station) 


* SCREW ATTACK 


LOCATION: Bryyo (Hall of Remembrance) 


* GRAPPLE SYSTEM 


LOCATION: Elysia (SkyTown Federation Landing Site) 


* SEEKER MISSILE 


LOCATION: Elysia (Xenoresearch B) 


• ENERGY TANK 


LOCATION: Elysia (Xenoresearch A Lift) 


* HYPER MISSILE 


LOCATION: Elysia (Elysian Leviathan Core) 
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After a lengthy prologue, Samus’s true mission begins when all three of 
her fellow Hunters disappear in the course of their respective missions. 
Her investigation begins on Bryyo, the last known location of Rundas. 











THE PATH TO THE SHIP MISSILE UPGRADE 


Ice Missile 


Return to the G.F.S. Theseus at the Crash Site, and use your Ice Missiles to cross the Falls of Fire beyond it. 
There you'll find a massive War Golem restrained by fuel-gel lines. Kill all the enemies to open a Morph Ball 
pit, and drop a bomb in it to activate the War Golem-it can't move far, but its struggles will open a panel that 





BATTLE RUNDAS 
FOR THE ICE MISSILE 


Grapple swing 


From the Fiery Airdock, travel southwest through 
the Gel Refinery tunnels to reach the Temple of 
Bryyo. There you'll find a thoroughly corrupted 
Rundas waiting. To attack him, you'll first need to 
blast off his armor—target him wherever he flash- 
es yellow, while strafing to avoid his freezing 
blasts. When white dizzy bursts appear over his 
head, use your Grapple Lasso to yank off his 

armor and blast him while he’s vulnerable. If you 
run low on health, back away so he'll begin throw- 
ing ice balls, and shoot them in midair to expose 
recovery items. When Rundas runs low on health 
and begins swinging a powerful ice blade, switch 
to Hypermode to finish him as quickly as possible. 
When Rundas falls, collect the Ice Missile (which 
allows you to freeze fuel gel or make platforms to 
cross it), and return to your ship. Set a course back 
to the Cliffside Airdock. 








SHIP E 


FEATURES л> à 
V9.9 


Throughout the game, Samus's ship offers a welcome 
opportunity to fill up on energy and missiles and to 
save your progress, as well as a means of traveling 
from planet to planet. As you progress in your quest, 
it can be upgraded with a variety of other functions. 


you can shoot to destroy one of the lines. Blast the thin waterfall of fuel gel to destroy a second line, then use 
an Ice Missile to freeze the wider waterfall, enter a Morph Ball tunnel, and roll to the base of the third line. To 
find the base of the final line, scan for a red patch on the wall and shoot it with a missile. Activating the golem 
will open a path to the Ruined Shrine; at the bottom you'll find an Energy Tank inside a golem arm (scan it to 
find a crack you can expand with a Morph Ball Bomb), and at the top you'll find the door to the Federation 
Landing Site, where you can upgrade your vessel with Ship Missiles. 





BATTLING THE KORAKK BEAST 


ed: Ship Missiles 


Set a course to the Thorn Jungle Airdock. Blast open the walls in the first tunnel to reveal another Energy 
Tank, then use your Grapple Lasso to disable the satellite dish and use your Scan Visor to order a bombing 
raid on the wall. Beyond it you'll face a series of tough fights, culminating with a mighty Korakk Beast. 


















After you blast the gunner off 
the beast’s back, the Korakk 
Beast will attack with its 
tongue. When it opens its 
mouth, blast it. Then roll 
beneath it and drop several 
Morph Ball Bombs to knock it 
over. When it falls, get behind it 
and use your Grapple Lasso to 
yank on its tail. It will then 
expose its vulnerable belly. 





INTERIOR FEATURES 


There are all sorts of cool things you can doin the 
cockpit of your ship, although they’re of no real use 
in your quest. Hitting buttons will reveal a corrup- 

n scanner, а list of game data such as enemy kills, р pee 
a system for entering codes, and manual shields and k eceped: 393 
thruster controls. hs a 
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BOMBING RUNS 


After your first ship upgrade, you'll be able to order bombing runs wherever your Ship Visor reveals a 
missile-shaped icon. Bombing runs will destroy obstacles and Leviathan Seeds, but they can also simply 
obliterate a room full of enemies—you can call in air support in most large outdoor areas. 
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DESTROY THE TWO DEFEAT MOGENAR FOR THE HYPER BALL 
TIAMAT TURRETS ре Req Ship Missiles 


With the generators destroyed, you can infiltrate the Leviathan Seed and battle Mogenar, the powerful 
guardian who lives in its heart. To beat Mogenar you'll need to destroy the four red orbs in his chest and 


ship Missiles back. Target them one at a time, and follow them when he shuffles their positions with waves of green 
When you order your ship to bombard the genera- energy. When an orb is destroyed and the slot glows white, switch to Hypermode and blast the casing 

tor in the Generator Hall, a pair of Tiamat Turrets around the slot to destroy it for good. After an orb slot is destroyed, Mogenar will become invincible except 
will thwart you. Wait for a Space Pirate ambush to for his feet, which you can blast with Morph Ball bombs to return him to normal. Using Hypermode will burn 
open a path to the south, then follow it to one of a lot of energy, so don't miss the recovery items that are left behind when you destroy а slot, shoot down 
the turrets. Ignore the Space Pirates that guard it g s green hand-shaped projectiles, or blast his feet. 
(they'll respawn endlessly) and work your way 

under the turret, where you can use your Grapple 

Lasso to yank off the yellow cap. That will expose a 

fuel-gel canister on the outside of the turret, ` 

which you can then destroy with your Power 3 ent. 4 TN fnogenarc 
Beam. Repeat this process until the turret ? Я 
explodes and a path opens to the second turret in 
the north. To expose the fuel-gel canisters the sec- 
ond turret, use your Grapple Lasso to pull the 
three levers on the highest levels of the map. Once 
you pull a lever, the ever-respawning 
Aerotroopers will attempt to push it back, so be 
ready to protect the levers with your blaster and 
missiles. 

Continue north to pick up a Missile Expansion 
on your way back to the Generator Hall, then call 
an air strike against the first generator. There's 
still one more to go, so return to your ship and set 
a course back to the Fiery Airdock. Return to the 
area where you fought Rundas, disable the satel- 
lite dishes, and order an air strike against a third 
Tiamat Turret. Take the elevator from there to the 
final generator. 






When an orb is destroyed but the slot survives, Mogenar will harvest two new orbs from the generators at 
the sides of the room. Blast them in midair before he can use them to fill an empty slot! 


MELTING THE ICE PLUGS IN BRYYO 


|: Boost Ball 


м. 
Ц 
^ a Return to Bryyo after you find the Plasma Beam and Boost Ball in Elysia. You'll be able to melt the ice to 
Pe reveal several new paths. To find the Screw Attack (which you'll need in Elysia), enter from the Fiery Airlock 
and use your Morph Ball to get above the Main Lift area. Melt the ice there to open a tunnel to the site of 
the energy spike. Blast a battering ram free from the ceiling, and use your Boost Ball to rotate the room 
until the ram faces a blank wall. Then activate the golem to smash open a path to Warp Site Bravo. 
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HEAVY LIFTING 


The ship’s second upgrade is a Grapple Beam that allows it to lift certain heavy objects. Your ship can 
only take objects and fly away with them during the course of accomplishing certain objectives, but it 
can temporarily lift other objects any time your Ship Visor reveals an upward arrow, allowing Samus 
to progress under them. 

















ELYSIA 


Destroying the first Leviathan Seed will earn you the Hyper Ball, which 
you can use to blast open the Phazon-sensitive targets on the statue at 
the entrance to Elysia. 






















ELYSIAS FIRST ENERGY TANK 


2equired: Hyper Ball 
After bombing your way through the Morph Ball maze in the Steambot Barracks, you'll end up in a large 
circular room where a Steamlord and a horde of Steambots guard an Energy Tank. The Steamlord will 
appear only to repair the bots, so destroy one first, then back up and nail the Steamlord with missiles and 
Power Beam shots. Don't try to enter Hypermode-the Steamlord will kick you right back out of it. 








GETT HE BOOST BALL 


і: Hyper Ball 


From the locked Aurora Unit, head southwest to the junction, then west to the 
Ballista area, where a Defense Drone guards the Boost Ball. Begin by blasting its anten- 

nae, taking out all three before the first regenerates. (If you have trouble doing that, use Hypermode.) 
When the drone falls, give it a yank with your Grapple Lasso, then target the red glow with Power 
Beam blasts and missiles. The drone will attack with goo-filled projectiles that you can blow open to 
find recovery items, but target the glow as much as possible—it won't be there for long. 








GET AN ENERGY TANK AND BATTLE 
GHOR FOR THE PLASMA BEAM 


Boost Ball 


After using the power of the Boost Ball to open the 
kinetic locks and restore the Aurora Unit, head 
back toward your ship, which is apparently under 
attack. You'll receive progressively more-dire 
radio messages about its condition, but this part 
isn't timed, so you can afford to take a quick 
detour. From the outside ledge of the Arrival 
Station, double-jump to the green grab ledge, 
then activate the kinetic cannon to blast yourself 
to an Energy Tank. 

When battling Ghor at the Main Docking Bay, 
the first step is to take out his shield. Lock onto 
him from a safe distance and use the B Button to 
side-jump behind him when he charges, then blast 
the weak spot in his back after he passes. Several 
hits to the back will expose his head—pound that 
enough to make him drop the shield. A new weak 
point will then appear between his legs; use your 
Boost Ball to zip into it and drop Morph Ball 
Bombs to again expose his frontal weak spot. 
After a few rounds of that, Ghor will go nuts, blast- 
ing you with missiles, lasers, and Phazon waves, 
his head exposed all the while. This is a great time 
to kick on Hypermode-if you lack the energy to do 
so, blast his missiles in midair to expose recovery 
items. 
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BUILD THE THERONIAN BOMB 


Seeker 


After collecting the Screw Attack back in Bryyo (see page 47), you can use it to reach the skytram northeast 
of Landing Site A. That will take you to Eastern Sky Town, where you should travel down and to the east until 
you come across Landing Site B, where you can upgrade your ship with a Grapple Beam. The Aurora Unit will 
then give you a list of Theronian Bomb components, which you must gather in numerical order. 

The first one is easy; return to the Chozo Observatory and use your ship to lift the satellite launcher 
device. Weld the circuitry beneath it, then set it back down and activate it with a Morph Ball Bomb. That will 
open a path to the Turbine Generator, where a Berserker Lord guards the first part of the bomb. 


Next, take Zipline Station Delta 
to the Xenoresearch Labs at the 
northern tip of Eastern SkyTown. 
There you'll find an Energy Tank 
and the Seeker Missiles, which 
you can use to open locks that 
fequire multiple areas to be 

М struck at once. You'll find three 
such locks in the Concourse area; 
blast them all to free the second 
bomb part. 


Take the skytram back to 
SkyTown, where you'll find and 
unlock the final bomb part with 
little trouble. Lower the whole 
Theronian shish kebab into the 
Spire Pod, then visit the Aurora 
Unit for further instructions. It 
will send you back to the Spire, 
which you'll have to defend 
from attackers on its way down 


E is # to the Leviathan Seed. 
HELIOS HAS THE HYPER MISSILE 


Seeker Missile 


In the heart of the Elysia Leviathan Seed, you'll find Helios guarding Samus's Hyper Missile upgrade. To beat 
him, you'll need to fry his circuits with your Plasma Beam until he begins to emit blue Phazon energy. That's 
your cue to switch to Hypermode and begin inflicti amage to Helios (the rapid-fire charge attack is partic- 
ularly effective). When not emitting Phazon, Helios will attack in a variety of forms. In his ball form, lock onto 
him and jump-dodge while shooting. In the disc form, lock onto the five red spots with Seeker Missiles. When 
Helios turns into a tornado ball, roll ahead of it and set Morph Ball bombs. And when he transforms into a 
four-limbed robot, blast the joints that are flashing red. If you can match the right tactic to the right Helios 
form, victory-and the Hyper Missile—will be yours. 


When Helios takes on a disc shape, target its five red spots with Seeker Missiles. But don't let the missiles fly 
until Helios is vertical and facing you. 





Гару a 
4 PRIMED 
L ANDREADY , 





COLLECT MORE 


UPGRADES SM 


































There is a total of 100 items to find in Metroid Prime 
3, including Missile Expansions, Energy Tanks, and 
Ship Missile Upgrades. Whenever you earn a new 
weapon or Morph Ball, you can return to previously 
visited planets and use the item to reach additional 
treasures. But wandering in search of these items 
can be time-consuming—before you backtrack, visit 
the Chozo Observatory to download a map. 














If you find at least 75% of the items in Metroid 
Prime 3, you'll earn а longer ending. But to see 
the best ending of all, you'll need 100%. 


THE CHOZO OBSERVATORY 


The Chozo Observatory in East SkyTown is a won- 
derful resource for item-seekers. Once you repair 
the satellite-launcher circuitry, you can return to 
the observatory and bomb the various Morph Ball 
switches to send satellites to the galaxy’s other 
planets. The satellites will beam you detailed maps 
with the locations of all items clearly marked. You 
can get the maps for Norion and Bryyo now, but 
you'll need to return with gear found later in the 
game to reach the remaining Morph Ball switches. 








The satellite 
maps have all 
hidden items 
marked as white 
circles. Once col- 
lected, these cir- 
cles are replaced 
with X marks. 
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Go Far in 
Phantom 


It would take a large player’s guide to cover all 
the necessary strategy in The Legend of Zelda: 
Phantom Hourglass. We have three pages. But don’t 
worry—you’re gonna be fine. 
By Drew Williams 









Mastering Maps 


One of the unique features of Phantom Hourglass 
is the ability to use the touch screen to mark up 
maps and make notes to yourself. It’s easy and fun, 
but you need to be precise when you take notes, or 
you'll lose a lot of hearts. 


Walk the Line 


Keep your eyes peeled for signage as you explore 
dungeons, caves, and the overworld. Signs often give 
you a sequence for a puzzle or even an exact path you 
should follow through a dangerous area. You can pull 
your map screen down to the touch screen by press- 
ing down on the Control Pad, then draw the indicated 
route directly on the map. When you move through 
the actual area on the map, you can track your 
progress on the drawn route using Link’s map icon. 








Instant Treasure Maps 





Several times in the game you will look at other peo- 
ple’s marked-up maps and sea charts. Pay close 
attention to the green Xs and arrows on those maps, 
then copy them to your own sea charts so you don’t 
forget the notations. When you acquire your ship's 
salvage arm, you can go to the marked spots to 
uncover amazing treasure. 
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Touch Puzzles 


If you've played a Zelda game before, then you'll 


Zelda Essentials 





probably have no trouble figuring out most of the A few hard and fast rules are associated 
puzzles in Phantom Hourglass. Occasionally, however, with the Zelda games, and they'll soon 
you'll come across a new type of head-scratcher that become second nature to you (if they 
makes use of the touch pad, the microphone, or the aren't already). The two listed below are 
6 055 dual screens. Just try to remember all of the arguably the most important to keep in 
А Tracking Your Progress game system's capabilities. mind at all times. 
You don't need to wait for an Making an Impression 
obvious clue to make notes to yourself on a map- ї 
any time you find something interesting in an area You'll need to go beyond the usual “kill every enemy The Gift of Gab 
you'll visit repeatedly, jot down some info. This tech- in the room" or "try to push everything" chestnuts if TRIS АР ДӨН 5810 прове 
nique is particularly useful in the Temple of the you want to make it through Phantom Hourglass. One Ыр Byerybody In eer рит, 
Ocean King. You'll return to this timed dungeon fre- of the coolest puzzles requires you to physically close Occasionally someone will spew бур! 
quently, and it’s easy to forget the quickest routesto the DS so you сап "stamp" an impression on your sea at you, but more often then not you'll 
switches and stairways. chart to mark the location of an island. When you get a valuable clue about how to reach 


an objective, find some treasure, or 


open the DS again, the island will be permanently з VUE Р 
locate someone else with information, 


branded on the chart. In an even more challenging 
puzzle, you'll need to find four landmarks on a map 
then draw an Xto connect them. Then you head to 
the point where the lines intersect to dig a hole to an 
underground passage. The microphone also plays a 
role in a few puzzles and battles. For example, one 
enemy becomes vulnerable only when you yell at it | - b 
via the microphone. Remember all the cool tools you A They're left as testament to 


have at your disposal when you get stuck. his trip to the Isle of Gust, 
__ but they're a big nuisancel 


gx 





Right Tool, Right Job 

If you are confronted with a confusing. 
situation in.a dungeon, try using the last 
weapon or tool you've acquired. 
Remember all the different attributes of 
each tool or weapon in your inventory. 


Terra Incognita 


When you come across an undiscovered island, there 
likely won't be a premade map available. Draw your 
own map and indicate anything that looks interesting 
or that may be significant later. Don’t worry about 
perfect accuracy—as long as you remember what the 
drawing is supposed to depict. 


You got bombs! You can 
hold up to 10 in your 
bomb bag. 
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Ocean of Fun 


Navigating the dangerous ocean in Beck's customiz- 
able ship may be the most enjoyable activity in 
Phantom Hourglass—and that’s saying a lot. If you 
master the helm, you'll be able to dominate the high 
Seas and reach destinations safely. 


Canny Navigation 


It seems simple enough to draw a path to a destina- 
tion on your sea chart, but you need to weigh the 
potential dangers carefully. Don't sail too close to 
rocks or you may damage your ship—and avoid 
pirates whenever possible (although it's fun to trade 
cannon fire). If you see a fish or a marked treasure 
location on the way to your destination, have at it. 


A Woman Scorned 


Dealing with Jolene, a woman from Beck's past, 
requires some unusual strategy. Jolene's ship is fast 
and fires torpedoes that you'll need to jump to avoid. 
You also may need to change course multiple times to 
avoid her. If she boards your ship and you need to fight 
her, wait until she lunges, then attack her posterior. 
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Jellyfish Skeet 


If you're lucky, you'll occasionally run across a jelly- 
fish in your travels. Shoot it with your cannon to 
knock it into the air. If you keep shooting it, it will stay 
in the air and toss Rupees at you. Eventually a second 
jellyfish will appear on the horizon to give you twice 
as many opportunities to earn easy money. 





The Long Arm of the Greedy 


The ocean depths are loaded with treasure for the 
taking, and taking will become your specialty once 
you have a salvage arm equipped on your ship. Sail 
to where treasure is marked on your sea charts, then 
select Salvage from your menu. Don't be in too big a 
hurry to grab the loot-there's no time limit and it's 
very easy to damage your salvaging equipment if you 
aren't careful. 

















Stylus Points 


Fighting has been a fairly easy task to master 
throughout the Zelda series, but Phantom Hourglass 
uses a completely new combat system that may 
throw you for a loop. You'll need to coordinate your 
movements with your attacks, because you can't 
move and attack at the same time. The key is to 
anticipate your enemy's attacks then position your- 
self for a productive sword thrust by stroking the 
touch pad with your stylus. 


Tap 'Em from Behind 


On islands and in caves, armed lizard men are plenti- 
ful and annoying. They are virtually impervious to 
frontal attacks, so you'll need to distract them with 
your boomerang to set up attacks from behind. 





The Boss of You 


The boss battles take up both screens and complete- 
ly change the rules of combat. You may need to 
attack an unseen enemy using its own point of view 
(as in the screenshot below) or use your sword like a 
racket to volley energy balls back and forth with 
malevolent tennis partners. Take a few seconds dur- 
ing the start of each boss battle to locate health 
power-ups, smaller foes, and figure out the general 
mechanics of the battle. If you keep your wits about 
you, you're sure to find Tetra! 
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Outside 
the Line 


Producer Nick Hagger fills us in on the 
upcoming Wii colorfest de Blob. „е 
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Color us impressed—we can't get 
enough of the demo of THQ's new Wii 
title, de Blob. As a bright, paint-coated 
glob named the Blob, you're trying to 
make Chroma City a brighter place as 
the evil INK Corporation attempts to 
plunge the metropolis into a world of 
dull black and white. While de Blob 
may be a game about painting, it's 
definitely not by-the-numbers-inno- 
vative gameplay and Wii controls help 
set it apart. de Blob Producer Nick 
Hagger draws in the details. 


Nintendo Power: de Blob began as a small independ- 


ent project. How did it come to THQ's attention and 
then to your team? 

Nick Hagger: de Blob began life as a student project 
for the city of Utrecht [in the Netherlands]. Jon 
Cartwright from THQ's Studio Australia saw the demo 
... Shared it around with interested parties at THQ. 
We were excited when Steve Dauterman, who cham- 
pioned the title at THQ HQ, offered us the opportunity 
to develop the concept as a Wii exclusive. 


NP: How has de Blob evolved from the original con- 
cept? How have you added to and expanded upon the 
initial core game? 

NH: As a PC demo, de Blob was driven by a mouse. 
The game served up a mixture of trackball game con- 
trol with the innovative game mechanic of painting a 
3-D environment. The original demo focused on 
rolling and painting with some platform and puzzle 
elements. We have endeavored to stay true to the 
purity of the original game rules, but have modified it 
to make use of the Wii control suite. We really 
designed everything around the controller, and want- 


ed to give the Blob more air time and allow him to 
explore the vertical environment as much as the hori- 
zontal. The Z-locking system allows for a fluid combat 
and platforming experience. Overall, the Wii control 
suite has completely redefined what the Blob does. 


NP: What is the fundamental gameplay concept that 
makes de Blob appealing and fun? 

NH: | guess the best way to answer this question is 
that de Blob makes gameplay a creative act-you feel 
like you're doing something cool and creative each 
time you play it, and that's pretty appealing, not to 
mention, a whole lot of fun. 


NP: de Blob is bound to be compared to Katamari 
Damacy due to the game progression and roly-poly 
protagonist. What do you think of that? 

NH: It's high praise indeed to be compared to 
Katamari. We really love that game—everything about 
it is just so stylish and fun. However, aside from the 
superficial similarities— the rolling and the size chang- 
ing-they are two very different experiences. 

One element which does invite comparison is the 
freshness of both games' visual style. Aside from 
Katamari's elegant design and brilliant gameplay, it 
has its own distinct look which makes it such an 
appealing package. When we started development of 
de Blob, the specifics of our deal with the city of 
Utrecht meant that we couldn't use the character or 
the city from the original demo. This then became an 
opportunity to make a completely fresh start with the 
visuals. 

Early on in preproduction, we decided that de Blob's 
visual style would be drawn from the world of design- 
er vinyl toys-it's a unique style; the characters and 
the world have a soft vinyl look. This direction felt 
right as it embodied so many of the urban elements 
that we wanted to bring to life in the game. It's a game 
about painting a city, right, but we wanted to get away 
from clichés; the player should feel as much a graphic 
designer as a graffiti artist. 


NP: Can you give an explanation of the story? For 
starters, why does the INK Corporation want to turn 
everything into black and white? Also, where does the 
main character come from, and are there other main 
characters? 

NH: Well, | don't want to give away too many spoilers 
here, but here's the story so far: The INK Corporation 
is turning everything black and white because they 
are stealing all the color, sending it off-world. The 
INKYS, footsoldiers of the Corporation, invaded 
Chroma City and enslaved the peaceful Raydians, 
happy colorful folks who live there. Comrade Black, 
leader of the INKYs, has outlawed happiness. All citi- 
zens have been issued identical uniforms, everyone 
must wear the dreaded INK suits—The Raydians have 
become Graydians. The "War on Color" is over and it 
appears that the INK Corporation has won. 

However, some Raydians have refused to submit. 
These brave citizens have formed the "Color 
Resistance," an underground movement dedicated to 
overthrowing the tyranny of the INK Corporation. 
They have been looking for a hero, a noble soul who 
can lead the revolution and take the fight to the 
INKYs. Most of the revolutionaries have been cap- 
tured and "converted." Things are looking grim for 
the Resistance, until they meet up with our hero, the 
Blob. 


NP: We've played a limited demo version in which you 
attempt to score a certain number of points within a 
fixed amount of time. Will that be how most of the 
game works? 

NH: The game is split up into Feature levels, Sprint 
levels, and Multiplayer arenas. The Feature levels tell 
the story of the liberation of Chroma City, in which the 
Blob and the Color Resistance reclaim the city piece 
by piece. Each feature level provides the player with a 
mixture of mission-based and free-form gameplay. 
The challenge is to build up a score, through a combi- 
nation of the two aspects, within the time limit of the 
level and then to get away into the exit gate. The 
Sprint levels are short, single-objective levels where 
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the player must use the Blob to accomplish the chal- 
lenge within one to three minutes. These levels are 
unlocked as you progress through the Feature levels. 
The Multiplayer arenas are designed for Blob vs. Blob 
combat. 


NP: The level we've played is a big city. What other 
environments do you have planned as stages? 

NH: The Blob rolls across the length and breadth of 
Chroma City, from downtown slums to uptown sky- 
scrapers. He visits INK refineries, prisons, water-treat- 
ment plants, INKY HQ—he even takes a ride on a 
spaceship. 


NP: The character seems to gain both size and viscos- 
ity the more paint he picks up. How does that factor 
into gameplay? 

NH: The more paint the Blob consumes, the bigger 
the Blob gets. He has 10 size increments, which are 
needed for specific painting and combat challenges. 
In combat, the larger the Blob gets, the bigger the 
splash-damage radius. As the Blob gets bigger, he can 
splat more INKYs. 


NP: Will there be more-subtle color variations avail- 
able as you progress deeper into the game? 

NH: We are using a vibrant palette from the outset, 
but there are also many shades of the colors avail- 
able. For example, if you collect three red leechbots 
[the devices that change the Blob’s color] in a row, you 
will find that you get a different shade of red with 
each selection. These differences in shading will then 
be inherited by any secondary colors that you mix, 
allowing a great variety of colors. 


NP: All of the objectives currently require you to paint 
with a particular color. Will there be missions where 
you have to wash off “incorrect” colors, as well? And 
what other uses will water pools have besides wash- 
ing off enemy gunk? 

NH: The Blob never washes off colors—he just paints 


over them. Cleanliness is next to INKYness; the Blob is 
all about getting messy. Water pools are important to 
the Blob. He travels around Chroma City using the 
drainage tunnels; the resistance opens these tunnels 
for the Blob so that he can move freely around the 
City sectors. Water is also a hazard for the Blob. 
Especially when the resistance sends him to shut 
down the generators at INKY dam. 


NP: When you activate specific “landmarks” by paint- 
ingthem the required color, they transform into musi- 
Cal devices (such as a microphone or a drum set). 
What role does music have in the story or gameplay? 
And will there be other artistic themes associated 
with future levels? 

NH: Each level has a different transformation theme. 
These themes help explain what it is that the Blob is 
restoring to the world. In the demo level he is restor- 
ing music to the city. Other themes include art, sports, 
mythology. The Blob is giving back to the Raydians 
what the INK Corporation has taken away. 


NP: We've seen a handful of enemies who are mostly 
variations of the government police. What other kinds 
of enemies and obstacles do you have planned? 

NH: There are a host of INKY enemies to fight against. 
The INKYs come in a range of styles: foot patrol, high- 
way patrol, and air patrol. Some INKYs are armed with 
ink throwers. There are elite INKYs who have made 
themselves immune to the effects of certain colors, 
who the Blob will need to watch out for. The INK 
Corporation provides their troops with the latest in 
anticolor weaponry: there are INK turrets; INK tanks, 
even INK helicopters. INKY also sets traps for the Blob 
around Chroma City: shock plates, sizzlers, and ink 
Spikes are just some of the nasty surprises in store. 


NP: Will there be bosses? How will those conflicts 
work? 

NH: There is one boss, Comrade Black, and the battle 
uses the same mechanics as normal combat. 





There's more to de Blob than just painting the town red—unleash your inner artist by making use of the 
whole color palette. Look up, down, and all around—all of Chroma City needs your help. 
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NP: How will the multiplayer mode function and how 
many players will it support? 

NH: The multiplayer game supports up to four players 
in split-screen combat. There are five gameplay 
modes, including Blob vs. Blob paint match, Team 
Blob co-operative play, as well as Blob-on-the-Run-a 
crazy tag mode. We've got plenty of interesting arenas 
for the Blobs to play in. In each mode, the Blob selects 
a single color which then becomes that player's signa- 
ture in the multiplayer game. The interactive music is 
ariot during multiplayer games, as each player is 
adding their chosen instrument to the background 
music as the fight to be number one. 


NP: What is it about the Wii that made you want to 
adapt de Blob to the system? 

NH: The Wii is an innovative platform, and we feel that 
the gameplay of de Blob is similarly innovative. It real- 
ly feels like a good match because both the platform 
and the game speak equally to veteran gamers and 
newcomers. The controller setup, both remote and 
nunchuk, is such a natural fit for controlling our fear- 
less Blob. 


NP: How has the special functionality of the Wii 
remote shaped game design? 

NH The Wii control suite has allowed us to start with a 
fresh approach to de Blob mechanics. In many exist- 
ing Wii titles, the final controls seem forced onto the 
game as an afterthought. With de Blob, we started 
preproduction by focusing entirely on the controls. We 
built a sandbox level where we could play with a sim- 
ple ball, and bounce it around in a 3-D environment. 
This let us tweak physics and controls at the outset, to 
see what control scheme could deliver the feelings of 
rolling, flying, and bouncing. We settled on squash 
ball-like physics, where gamers use the analog stick 
on the nunchuk to roll the Blob around town. To 
bounce the Blob you whack him with the Wii-mote. So 
the Blob moves like a bowling ball on the ground, but 
like a weighty squash ball in the air. This combination 
of remote and nunchuk allows for a fluid and natural 
experience. 
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Rack your brain and hit the bricks in the 
puzzlish adventure Professor Layton and 
the Curious Village for Nintendo DS. 

By Chris Shepperd 











From Japanese development studio Level-5 comes a genre mash-up 
that’s part mystery adventure, part puzzle game. Professor Layton and 
the Curious Village brings a fresh method for story- 

telling to the Nintendo DS, and represents a 

significant departure for a team previ- 

ously known for straightforward RPGs 

such as PS? titles Rogue Galaxy, Dark 

Cloud, and Dragon Quest VIII. Professor 

Layton does exhibit some of the qualities 

that Level-5 has become famous for, however, 

namely the ability to spin a good tale, and to convey 

consistent art design; the meticulous, hand-drawn 


town of St. Mystere springs to life when populated by 
the cheerfully bizarre denizens of the quiet town. 











Lady Dahli 
guests all have 
share and puzzle 


VILLAGE VOICES 

Contained within Professor Layton and the 
Mysterious Village are over 120 small, challenging 
puzzles designed to stretch your cognitive ability to 
the limit. But what makes the game so captivating 
isn't just the dozens of brain-crunching puzzles, but 
also a compelling story that weaves them all 
together. You play as both the eponymous profes- 
sor and his apprentice, Luke—the characters never 
split up, and their verbal interaction helps explain 
the intricate plot. The Victorian village of St. 
Mystere is a remote little town, whose benefactor 
was the wealthy, and recently deceased, Baron 
Reinhold. During the reading of his will, it is 
revealed that he has left a precious object called 
the Golden Apple somewhere in the hamlet-an 
object that he has never mentioned before in his 
life, and that the person who finds it will be allowed 
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Draw а Path between опе man's hone and his а 
work by connecting matching blocks. 


I think Pm going to EXPLODE! Like 
& water balloon filled with RAGE! 





The themes of the puzzles are sometimes related to story events or to the 
characters that offer up their challenge. In the above scene, the angry guy 
doesn’t get along with some of the other townsfolk; it’s up to you to figure 
out how he and three other hotheads can get to and from work peacefully. 


The catch is that these men can't stand each 
Other, зо you have to make sure that none 
оғ the Paths touch. 


то make a Path» all You need to do is tap a 
block and start drawina. 








to keep it. While the chance to discover the Golden 
Apple has certainly piqued Professor Layton's 
curiosity, he decides to visit St. Mystere only after 
the Baron's widow, the beautiful Lady Dahlia, beck- 
ons him to help find the bequeathed item. 

It doesn't take a genius like Professor Layton to 
notice that strange things are happening in St. 
Mystere. Shortly after his arrival, he is witness to a 
murder at Lady Dahlia's estate, a kidnapping on the 
street, and the impromptu appearance of an 
incompetent (and somewhat shady) inspector who 
spends more time shooing Layton away than solv- 
ing any crimes. Lady Dahlia's sort of an odd one, 
herself—you learn that she's actually the baron's 
second wife, and she's a spitting image of his first. 
You also find out that the Baron's young daughter, 
Flora, disappeared a while back, too. Layton isn't 
the kind to give up on a good mystery—he and Luke 
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There аге plenty of geometrical puzzles that will have you thinking you 
shouldn't have slept through trig. There's usually a simpler solution to the 
puzzle than you first think, however. 
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Below is a diaeram of a flas. 


EMS: 18 


From the measurements shown on the diagram, 
can you calculate what 

is represented by the diamond in 
the middie? Your answer will be the denominator 
for a fraction in 1 X form. 


Don’t complicate things by bringing 
trigonometry into the mix. The solution is simple 
enough to work out in your head. 





head out to talk with the townsfolk to try and fig- 
ure out what's going on, and whether the events 
are somehow related. It seems that every citizen in 
St. Mystere knows just a little bit about the happen- 
ings around town and, kind of like an Agatha 
Christie story, everyone seems a little suspicious, 
too. The townsfolk aren't used to talking to 
strangers—to loosen up their tongues, the duo usu- 
ally have to solve one of their proposed riddles 
first. But the one topic that none of the villagers 
want to discuss is perhaps the biggest mystery of 
all-the giant tower rising from the middle of St. 
Mystere. You don't have to be in a hurry to hop 
from one story point to the next; in fact, you're 
encouraged to peek around the town at your 
leisure. But if you ever forget where you need to go 
next, you can look at a log of recent events to get 
you back on track. 
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WALK OF THE TOWN 
Exploring the town is simple: you can examine 
objects and talk to anyone in view by tapping on 
them with the stylus. You can also tap things in the 
background that you have a hunch might 
be hiding something special—you 
might discover a hidden puzzle or a 
secret item by clicking on an open 
window, for example. When you 
want to move to a different 
part of town, you tap 
‘on the foot icon in 
the corner; arrows 
will appear to 
show where 
you can go. 
And just 

































Many of the puzzles seem to provide you with less information than you think 
you should need. For example, in the above puzzle, you must separate all of 
the pigs into their own sections with only three straight pieces of rope. 
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because you've been through an area once doesn't 
mean you've found everything-sometimes new 
locations will open up and people will appear 
depending on where you are in the story. 

In addition to the types of establishments you'd 
expect in a small villa, such as an inn, a café, and a 
general store, St. Mystere has a few unique loca- 
tions, too. For one, on the opposite end of town from 
Reinhold Manor (the late baron's enormous estate) 
is a condemned amusement park. It's locked up 
tight when you first visit it, but something tells you 
that you'll be returning to its entrance sooner or 
later. There's also a quirky old lady living near the 
middle of town named Granny Riddleton, and in her 
house is a tiny little shack. As you make your way 
through the game, you might miss an optional hid- 
den puzzle or two—enter the little puzzle shack for 
your chance to solve the puzzles you may have over- 
looked. 


THE GAMES ARE AFOOT 
For the most part, you trigger puzzles by talking to 
folks around town; the people often won't 
cough up their knowledge until you try 
your hand at their riddle. You don't nec- 
essarily have to figure out the answer, 
however-if you're stumped and you want 
to keep moving, you can skip it 
until later. Don't try and skip all 
the puzzles just to see what 
happens next-some people 
won't let you pass until 
you've completed a requi- 
site minimum number of 
riddles. You can also 
receive hints for real 
stumpers, but they'll cost 
you. Hidden around town 
are tokens called hint 
coins-if you find one, you 
can use it to unveil a clue 
about how to solve the puzzle 





The trial-and-error approach will get you to the right answer often enough on 
some puzzles, but move counters do a good job of shaming you into 
approaching problems from a more intuitive angle. 


at hand. The hint coins are limited, so it's best to 
give your best shot at a puzzle before resorting to 
asking for a clue. 

The puzzles themselves are typically small in 
scope, but they're hardly child's play. Many of them 
are variations on classic logic problems; if you paid 
attention to mental exercises you had to do in grade 
school, these puzzles should seem familiar. For 
example, there's a well-known puzzle where you 
have to get three wolves and three chicks across a 

















Oh; Layton, you ridiculous dandy, 
Just you wait! All the treasure you 
seek will be mine! Nyeh heh heh heh! g 


Layton might be beloved by most of the people in 
St. Mystere, but there are a few bad apples look- 
ing to spoil his glory. 


river, but you can't leave fewer chicks than wolves 
alone on one side of the river, and you can’t carry 
more than two animals across at а time. There are 
also visual puzzles, such as one where you must 
examine an image of six interlocked rings, and figure 
out which ring to remove so that the remaining rings 
form an end-to-end chain. You'll also encounter 
sneaky puzzles of math and probability; you don't 
have to be a whiz with numbers to figure them out, 
though, as most of the puzzles can be done without 
pencil and paper. In fact, one common trait of many 
ofthe riddles is that they give you too much informa- 
tion in an effort to trick youit's up to you to figure 
out what's relevant and what can be discarded. The 
puzzles get more and more difficult as you progress 
through the story, so be ready for some tough chal- 
lenges by the time you reach the end. 

As you are trying to solve a puzzle, all of the 
instructions remain on the top screen. The lower 
screen is where you actually solve the puzzle; some- 















The locations around the village are rendered from beautiful hand-drawn sketches. 


times you interact directly with the puzzle, such as 
when you are trying to guide a ball through a maze 
of sliding blocks. But when there's nothing to actual- 
ly do other than examine the puzzle, you can still 
use the stylus like a pen on the bottom screen. Also 
on the bottom screen are tabs for when you want to 
refer to your hints. Each puzzle has three possible 
hints, but every hint you look at will cost you a hint 
coin. Unless you're sure you won't be able to figure 
out a puzzle, it's best to buy one hint at a time and 
see if you can solve the puzzle with the new informa- 
tion. The hints won't be displayed while you're look- 
ing at the problem, but you can go back and look at 
a hint as many times as you like after you've 
unlocked it. 

In addition to the assortment of quick puzzles 
you'll find during your adventure, St. Mystere holds 
plenty of side tasks for you to complete. By complet- 
ing these side tasks, you'll unlock additional, formi- 
dable challenges to attempt. There's a jigsaw puzzle 
that you'll find pieces to by completing puzzles within 
the village; once you find all the pieces, then you 
must assemble the picture to unlock the challenges. 
There's also an intricate puzzle centering on Layton 
and Luke's lodging at the inn. When they first move 
in, the rooms are a tad sparse, they'll find furniture 
to spruce up their spaces. They're both picky about 
their surroundings, so you'll have to divvy up the fur- 
nishings based on the clues the two heroes give you. 


MISSING PIECES 

Beyond the small accomplishments for solving the 
many puzzles, the most rewarding aspect of 
Professor Layton and the Curious Village is following 
the shocking plot twists at the end of the game. Even 
better, the game is reportedly the first of a trilogy of 
puzzle titles, at least in Japan. We'll have to wait and 
see whether the follow-up titles will reach North 
America. But it's too early to speculate on the next 
game-there's way too many puzzles yet to solve. 


Upon arrival at the scene, it was 
apparent to me that Simon was 
already dead. 





Professor Layton has his hands full. It seems that 
the longer he stays in St. Mystere, the more terri- 
ble things seem to happen. 
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2), Clash is in Session (Naruto: 
Clash of Ninja Revolution), Year 
of the Hero (Rune Factory: A 
Fantasy Harvest Moon), Into the 
Light (Luminous Arc), Power 
Profile Interview (Koji "Іва" 
Igarashi), Super Mario Galaxy, 
Donkey Kong: Barrel Blast, Brain 
Age 2: More Training in Minutes a 
Day!, NiGHTS: Journey of 
Dreams, Chibi-Robo: Park Patrol, 
Flash Focus: Vision Training in 
Minutes а Day, Rayman Raving. 
Rabbids 2, Turn it Around, Drawn 
to Life, Naruto: Path of the Ninja, 
Dance Dance Revolution Hottest 
Party, Operation: Vietnam, 
Namco Museum Remix. 





THE ULTIMATE NATIONAL POKéDEX 


NINTENDO DS 


* ANIMAL CROSSING: 


WILD WORLD 


* PUPS: THE OFFICIAL. 


NINTENDOGS COMPANION 


* FINAL FANTASY IV ADVANCE 
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Soul Awakening (Soulcalibur 
Legends), Head of the Class (Big. 
Brain Academy: Wii Degree), A 
Wizard's World (Harry Potter and 
the Order of the Phoenix), A 
Perfect 10 (Tomb Raider: 
Anniversary), Run-'n’-Gun 
Revival (Contra 4), Flight of 
Fantasy (Square Enix), Ninja 
Master (Tomonobu Itagaki inter- 
view), Samus Turns 20 (Metroid 
anniversary), Power Profile 
Interview (Eiji Aonuma), A New 
Angle (Geometry Wars: 
Galaxies), Battallion Wars II, 
Luminous Arc, Sonic Rush 
Adventure, Driver: Parallel Lines, 
Naruto: Clash of Ninja 
Revolution, Picross DS, DK: 
Jungle Climber, EA Playground, 
Boogie, Nervous Brickdown, Pet 
Alien, Manhunt 2. 





POKEMON DIAMOND AND POKEMON 
PEARL 


* MARIO & LUIGI: PARTNERS 
IN TIME 

* METROID PRIME HUNTERS 

* POKEMON RANGER 


BACK ISSUES & 


PLAYER'S GUIDES 
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Evil to the Core (Resident Evil: 
Umbrella Chronicles, Resident 
Evil 4: Wii Edition), Wii Brought 
the Party (Mario Party 8), Wii 
Sports Preview (Madden NFL 08, 
Mario Strikers Charged, The Bigs, 
Legends of the Indy 500, FIFA 
Soccer 08), Treasure Trove 
(Project Treasure Island Z), 
Heavy Metal (Transformers), 
Pokémon Triple Feature (Poké- 
mon Battle Revolution, Pokémon 
Diamond and Pearl, A Trainer's 
History), Space Oddity (Space 
Station Tycoon), Power Profile 
Interview (Koji Kondo), No 
Strings Attached (Jam Sessions), 
Hungry for Heroes (Goichi Suda 
interview), Dewy's Adventure, 
Mega Man Star Force, Looney 
Tunes: ACME Arsenal, Dynasty 
Warriors DS: Fighter's Battle, 
Harry Potter and the Order of the 
Phoenix, Hoshigami Remix: 
Ruining Blue Earth, Fullmetal 
Alchemist Trading Card Game, 
Scarface: The World is Yours, 
Counter Force. 


жы THE OFFICIAL GUIDE FROM коет 





SUPER PAPER MARIO 


+ POKÉMON MYSTERY DUNGEON: 
BLUE/RED RESCUE TEAM 
* YOSHI'S ISLAND DS 
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Smash Files (Super Smash Bros. 
Brawl, Samus Aran: Zero Suit), 
Dreams Come True (Sega 
NiGHTS), Think Outside of the Box 
Office (Blockbuster Movie Titles), 
Sinnoh Suprises (Pokémon Dia- 
mond and Pokémon Pearl), Way 
Out There (Space Station Tycoon), 
Pump Up Your Pixls (Super Paper 
Mario), A Developing Revolution 
(The State of Nintendo: Wii Devel- 
opers), Ready for War (Heroes of 
Mana), Enter the Ninja (Ninja 
Gaiden: Dragon Sword), Power 
Profile interview (Shigeru 
Miyamoto), Geek Chic (Licensed 
products), Against the Grain 
(Rune Factory: A Harvest Moon 
Fantasy), Super Mario galaxy, Fire 
Emblem, The Legend of Zelda: 
Phantom Hourglass, Mario 
Strikers Charged, Pokémon 
Battle Revolution, Big Brain 
Academy, Cookie and Cream, 
Etrian Odyssey, Worms: Open 
Warfare 2, SimCity DS, Brothers in 
Arms DS, Impossible Mission DS, 
Mortal Kombat: Armageddon. 


‘THE OFFICIAL GUIDE FROM БӘ? 
NINTENDO S, 





NEW SUPER MARIO BROS. 


GAME BOY ADVANCE 
* POKEMON EMERALD (GBA) 


NINTENDO GAMECUBE 
* POKEMON XD: GALE OF 
DARKNESS 





Nintendo Power issues are available individually. Features in each issue are listed above. Use the Back Issue/Player's Guide Order Form in this issue to order past Nintendo Power issues and 
Player's Guides, call 1-800-255-3700 to order by phone, or visit store.nintendo.com to order online with VISA or MasterCard. Offer valid while supplies last! Please allow up to 2 weeks for delivery. 


Prices include shipping and handling. Prices subject to change without notice. 
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ludes Songbook/Tutorial/Songs from "Те Legend of Zelda” 


e Sweet Potato $49.95 
Wve + 4), includes Extended Range Songbook 


t Potato XL $59.95 
е Songbooks as Extended Range 


Raku Pendant Ocarina й 
(With necklace and songbook) $24.95 | 


Eagle Bone Flute $29.95 
(Cast in porcelain, simple to play, 
v necklace and playing instruction) 


Silk Carrying Case 
Padded w/ zip 

embigideced dedans 

Fits all ocarínas | 


Expres г 
Songbook 
Flute is 5 


- Easy To Play 
- Ceramic Flute 
- Songbook/Tutorial Included 
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THQ’s Drawn to Life takes you out of your 
platforming comfort zone and drops you in 


front of a digital easel. 
By Drew Williams 


LIF mof 1 
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f you've played your fair share of video games, then you've probably had occasion to nitpick 
character design. Why, for example, does the male hero of Final Fantasy X look like Cameron 
Diaz? Did the dudes in Castlevania raid Liberace's closet? And, c'mon; what is the deal with 
Waluigi? Well, it's time for all you whiners out there to put up or shut up- Drawn to Life lets you create 
your own characters—and platforms, vehicles, weapons, etc.—using a robust drawing tool. You'll soon X 
discover it isn't so easy to whip up a cool-looking protagonist. Luckily for you, we asked the developers 
from 5th Cell to toss out a few tips for budding character designers. (When we say "budding" we really 
mean "challenged," by the way.) 
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Welcome to the village, baby. 
You’re gonna draaaaw. 

Don't be misled by Drawn to Life's emphasis on art— 
this game is a proper platformer once you get your 
drawings squared away. Here’s the backstory: the 
lovable, bunnylike Raposas need a hero after their 
creator (you) abandons them to a sunless, eternal 
winter. Their salvation rests on said hero's ability to 
jump through whimsical environments on clouds 
and springs, shoot snowballs, and stomp enemy cra- 
niums like an Italian plumber—so you'd better create 
а character who's up to the challenge. The diagram 
below gives you the basic elements that should 
make up any hero worth his pixels. For more- 
advanced drawing tips, check out our step-by-step 
guides on page 64. 








| | Adding too much detail is the easiest mis- 
| | take to make when designing a character. 
| Remember that your creation will be fairly 
small when you're actually playing the 
game: minute detail and thin lines will 
blend together to form a bipedal blotch. 
Instead, use bold black lines to outline 
your hero's moving parts—head, arms, 
and legs-to make the character animate 
smoothly and distinctly in front of the 
game's colorful backgrounds. 





| The torso is like the still eye of the hurri- 

| cane when your character moves across 

| thescreen. Try to pull all the appendages 

| together into a coherent whole by using as 
much of the central portion of the design 
template as possible. You can experiment 
with interesting torso designs because it 
won't shift around much during gameplay. 








| theleft and right sides, because the image | P 


| Keep your character’s body symmetrical on 
| 
| 
| 


will “flop” depending on what direction | | 
| you are facing. If your arms look different, | | 
| they'll keep swapping sides as you move. 






















Raposa Village—or "the RV" to those in the 
know-is a happy little place where everyone is 
slowly freezing to death since you abandoned 
them and let their sun burn out. 








| 
| 
| 

















Orient the head so the character is looking 
slightly to the right. The head will flop to 
look in whatever direction you’re moving 
during gameplay. 


The hero of the story will need to hold 
weapons and items, so try to extend his 
arm to the edge of the field. 






To achieve the most fluid walking anima- 
tion, try to make your character’s legs fit 
neatly into the leg field on the design 
template. You can experiment with longer 
legs to get a cool effect, but don’t try to 
extend the torso into the leg field. That | 
will look silly. 


If you follow no other rule outlined in this 
article, follow this one: mind the joint || 
markers. The hero’s arms and legs will 
bend there, so try not to have the feet begin 
at the hips. 
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Lock and Shade 
Adding shading and accents to your 
character will give it a professional 
look, but you need to be careful that 
you don’t screw up your original draw- 
ing while you experiment with differ- 
ent colors. Typically, you'll draw the 
outline of your creation in black, so 
you want to lock that color in place 
while you shade. While the drawing 
color is set to black, tap the lock icon, 
then tap the color you want to use for 
shading. Usually gray or a light brown 
is best for adding contours to skin 
near a character's hairline, nose, chin, 
elbow, whatever. You can use lighter 
shades of brown to add even more 
texture to skin tones. In most cases, you'll use black to Lock black in place using the lock Use several shades of brown to. 
create your character's outline. icon, then start shading. add texture to facial features. 


























Dress Like a Jockey 
You can buy several preset patterns in 
the Raposa Village shop during game- 
play. In most cases, you'll want to 
apply the patterns—polka dots, 
chevrons, and so on to clothing. You 
can select patterns using the palette 
menu when you have zoomed out 
from the design template. Pick the pattern you want to Select colors for the pattern Ta-dah! Now your hero is wearing 
apply to your character. you've assigned to the palette. a really ugly shirt! 








= 


Mix and Match [Гө 
You don't necessarily have to draw сов 
your own character іп Drawn to Life— 
you can use predrawn guide charac- 
ters, then mix and match body parts. 
Just hit the R Button to bring up the 
guides, and push the L Button to enter 
swap mode, then cycle through the us з 
body part fields with up and down, Start with the monkey guide You can mix and match until you When you're done, tap the X 
E character parts with drawing, then add body parts. get the freaky look you desire. Button to create your character. 













Hero in Repose-a 
Now that you understand the basics of 
character design in Drawn to Life, why 
not try experimenting with the char- 
acter-creation interface to create 
more unusual heroes? The cross- 
shape template clearly favors human- 
ish bipeds, but who's to say you could- 
n't create an octopus or a mouse on 
springs instead? The Raposas don't 
care what their hero looks like, as long 
he saves them. Wouldn't it be great if 
life were really like that? 
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Put ир your dukes! 


Grab your Wii Remote™ 
and Nunchuk™ and start 
swinging for amazingly 

realistic boxing control. 


BONERS 


g ! - 











Pick your Pugilist! 


Choose from 25 different 
fighters, each with their 
own style, special moves, 
techniques and storyline. 





som 
Фаза 


Step into the Ring! 


Master a variety of 
fighting modes and 30+ 
special moves, battle up 
the ranks and claim the 
pro boxing championship! 











www.victoriousboxersrevolution.com o o 
Cartoon Violence GAMES: 
d © Jyoji Morikawa/ Kodansha, МАР, NTV. © 2007 AQ Interactive/ Kodansha. 
wwwoxseecgames: com Developed by Grand Prix. Wii, Wii Remote and Nunchuk are trademarks of Nintendo. 
The ratings icon is а trademark of the Entertainment Software Association. ™ 








Set your Course for 
adventure with The 
Legend of Zelda: 
Phantom Hourglass. 




































GRAND PRIZE 


10 WINNERS! 


. Ten Grand Prize winners will set sail for the 
_ grandest adventure yet on Nintendo DS— 
The Legend of Zelda: Phantom Hourglass— 
and they'll do so at the helm of their new _ 
Polar White Nintendo 05. 


OFFICIAL SWEEPSTAKES RULES | 


NOPURCHASE NECESSARY, PURCHASE WILL NOT IMPROVE ODDS OF WIN- 
NING. Only legal U.S. or Canadian residents (excluding Puerto Rico and 
Quebec) who are not employees of Nintendo of America Inc. ("Sponsor") 
or its affiliates (or their immediate families) are eligible to enter. Void 
. where prohibited. To enter, either fill out and mail in the Player's Poll 
entry formorprint your name, address, telephone number andthewords — 
... "Zelda: Phantom Hourglass" on a 4" x 6" Ru and hae entry to 
айбе: 





NINTENDO POWER : 
PLAYER'S POLL VOL. 221 
P.0. BOX 97062 

REDMOND, WA 98073-9762 





‘One entry per household. Tobe eligible to win a prize, entries must be com- 
pleted and received hy Sponsor by 11/01/07 (“Entry Deadline”), Sponsor is. 
notresponsible or: (a) ate, lost illegible, or misdirected mail; (b) disruptions — 
ог damages due to events beyond Sponsor's control; ог (9) printing or typo- | 
‘graphical errors, On or about 11/20/07, winners will be randomly drawn from — 


ў alleligibleentries received by the Entry Deadline. Canadianentrantsmaybe _ 

3 required to correctly answer a timed skill testing question to claim а prize. 

+ ‘Sponsor will attempt to notify winners by mail by 12/20/07. Prizes пої — 
* aimed within 14 days after notification or which are undeliverable will be i 
E ` forfeited and will not be awarded to an alternate winner. Unless f Ud 


by law, winners (and if winner is a minor, his or her parent/l 


5 | 4 ‘consent to Sponsor's promotional use of their names, likenesses а 

Р personal information without further compensation. Odds of winning 

3 е ‘depend on total number of eligibleentries received. Many will enter, atotalof 
85 will win. No transfer or substitution of prizes permitted, except that 

7 = Š s k: eu ЫК ал for any ргіге. ога — 
о ‘these rules, or (after 1 alist of winners, send your request to. 

Twenty-five lucky adventurers will experience Link’s О E ate cd iE 

(10) Grand Prize winners will each receive one (1) DS Lite video game system | 


thrilling new all-stylus action with their own copies of A 


Prizes: Twenty-five (25) Second Prize winners will each receive one (1) copy of 


The Legend of Zelda: | Phantom Hourglass. ARV of Second Prize Б $34 99 each. prie 

The Legend of Zelda: Phantom Hourglass. MIL Me cake we ot 

й * Nintendo Power T-shirt. ARV of Third Prize is $10.00 each. Prizes won by — 
minors will be awarded to а parent/legal guardian on their behalf. Al prizes 
areawarded "AS IS" and WITHOUT WARRANTY OF ANY KIND. Winners (andif _ 
winner is a minor his or her parent/legal guardian) may be required to exe- 
cute an affidavit of eligibility and release of liability as a condition of award. 
‘Affidavit not returned to Sponsor within 20 days after notice, will result in 
prize forfeiture. By entering, you (and, if you are a minor, your parents ог 
Лера! guardians) release Sponsor, its parent, and their affiliates, directors, 
officers and employees (collectively, "Released Parties") from any liability 
for any claims, costs, injuries, losses or damages incurred in connection with. 
‘the Sweepstakes or any prize (including those related to personal injury, 
death, damage to property, and rights of publicity or privacy). YOU, ORIF YOU 
ARE A MINOR, YOUR PARENTS OR LEGAL GUARDIANS AGREE TO INDEMNIFY 
EACH OF THE RELEASED PARTIES FROM ANY SUCH CLAIMS, COSTS, INJURIES, 
‘LOSSES OR DAMAGES SUFFERED BY YOU. Entrants agree to be bound by — 
these Rules and Sponsor's decisions, which are final, ‘Sponsor may change 
these Rules and/or suspend or cancel the Sweepstakes at any time if causes | 
beyond Sponsor's control affect the administration of the Sweepstakes or 
‘Sponsor otherwise becomes (in its sole discretion) incapable of running the 
Sweepstakes as planned. Any pi of these Rules deemed unenforce- 
able will be enforced to the extent permissible, and the remainder of these 
Rules will remain in effect. The Sweepstakes and all accompanying materials 
are Copyright © 2007 by Nintendo of America Inc. 

















THIRD PRIZE 
50 WINNERS! 


Fifty readers will treasure 
NP’s stylish T-shirt, but you 
can't win if you don't enter! 





The Sweepstakes and these Official Rules will be governed, construed and. 
interpreted under the laws of the State of Washington. Entrantsagree tobe 
bound by these Official Rules and by the decisions of Sponsor, which are final 
and binding in all respects, Entrants who violate these Offical Rules, tamper 
with te operation of he Sweepstakes or engage in any conduct that is detri- 
mental or unfair to Sponsor, the Sweepstakes or any other entrant (in each 
case as determined in Sponsor's sole discretion) are subject to disqualifica- | 
tion from entry int the Sweepstakes. Sponsor reserves the right to lock out 
persons whose eligibility is in question or who have eG * 
otherwise ineligible to су. с. 


EVERYONE 


Fantasy Violence 





Embarrassment of Riches 
You'll notice а lot of Staff Picks in this month's Channels column, but with all 


the excellent recent releases (including two Metroid games), we really didn't have a choice. ^Y 
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BONK ПІ: BONK'S 
BIG ADVENTURE 


PLATFORM: TURBOGRAFX16 
PUBLISHER: HUDSON 
GENRE: PLATFORMER 
ORIGINAL RELEASE: 1993 


WHAT: The Turbo's mascot 
returns for a third platform- 
ing romp. The hook with this 
one is that the hardheaded 
caveman can grow super- 
huge. 


WHY: Bonk's adventures don't 
hold up as well as those of for- 
mer rivals Mario and Sonic. 
Still, the big, colorful sprites 
impress, and there are lots of 
hidden routes to explore. —ST 








BREATH OF 
FIRE II 


PLATFORM: SUPER NES 
PUBLISHER: CAPCOM 
GENRE: RPG 

ORIGINAL RELEASE: 1995 


WHAT: A classic RPG in every 
sense, from an extensive bat- 
tle system to an overly com- 
plex story. You better have 
some time on your hands for 
this lengthy title. 


WHY: Square might have 
reigned supreme in the 16-bit 
RPG era, but they weren't the 
only ones; Capcom knew how 
to deliver to hard-core 
gamers even back then. —CS 








CHRIS H.'s Pick 
c= таг, 








Casey's Pick 
ELI 








SHINING IN THE 
DARKNESS 


PLATFORM: SEGA GENESIS 
PUBLISHER: SEGA 

GENRE: RPG 

ORIGINAL RELEASE: 1991 


WHAT: This first-person RPG 
was the original game in 
Sega's long-running (and 
extremely varied) Shining 
series. 


WHY: It certainly doesn't 
reach the same heights 
attained by the Shining Force 
titles, but Shining in the 
Darkness is a solid adventure 
that establishes many of the 
brand's trademarks. —ST 





SHINOBI III: 
RETURN OF THE 
NINJA MASTER 


PLATFORM: SEGA GENESIS 
PUBLISHER: SEGA 

GENRE: ACTION 
ORIGINAL RELEASE: 1993 


WHAT: The first Shinobi 
game to hit the Virtual 
Console is one of the fran- 
chise's best. One side-scroll- 
ing stage has you chucking 
shuriken from a surfboard. 


WHY: New gameplay ele- 
ments, such as ceiling grap- 
pling and vehicle stages, add 
even more variety to the 
ninja-tastic series. —CS 





GHOULS 
‘N GHOSTS - 


PLATFORM: SEGA GENESIS 
PUBLISHER: CAPCOM 
GENRE: ACTION 

ORIGINAL RELEASE: 1989 


WHAT: The 16-bit sequel to 
horror/fantasy action game 
Ghosts ‘n Goblins. It looks 
better, sounds better, and 
plays better than the original. 


WHY: Ghouls ‘n Ghosts is 
arguably the best game in the 
series, partially due to its 
slightly less infuriating diffi- 
culty level. —CH 





WAVERACE 64 


PLATFORM: NINTENDO 64 
PUBLISHER: NINTENDO 
GENRE: RACING 

ORIGINAL RELEASE: 1996 


WHAT: Originally something 
of a graphics showcase for 
the N64, the sensation of 
speed over the choppy waves 
holds up surprisingly well. 


WHY: There's a lot more to 
this game than you might 
remember-a bunch of short- 
cut-filled courses, freestyle 
modes, and a decent multi- 
player mode add a surprising 
amount of value. —CS 





METROID 


PLATFORM: NES 
PUBLISHER: NINTENDO 
GENRE: ADVENTURE 
ORIGINAL RELEASE: 1987 


WHAT: One of the most influ- 


ential games in history, the 
original Metroid mixed 
action, exploration, and puz- 
zles in ways no game ever 
had before. 


WHY: If this isn't already in 
your collection (it's also 
included with Metroid: Zero 
Mission and the original 
Metroid Prime), it really 
needs to be. —CL 


J Wii Channels 


(e 





NEUTOPIA 


PLATFORM: TURBOGRAFX16 
PUBLISHER: HUDSON 
GENRE: ADVENTURE 
ORIGINAL RELEASE: 1990 


WHAT: More or less the 
TurboGrafx16's answer to The 
Legend of Zelda. 


WHY: Neutopia might not 
quite have the depth or name 
recognition of Zelda, but it 
offers solid top-down fantasy 
thrills. You can spend hours 
exploring the game's dun- 
geons and overworld search- 
ing for secrets. —CH 


VIRTUAL CONSOLE: ALSO AVAILABLE 


Curses—we're out of room. We didn't have space to include 
the details on these titles, but check them out anyway! 


ADVENTURE 
ISLAND 


PLATFORM: NES 
PUBLISHER: HUDSON 
GENRE: PLATFORMER 
ORIGINAL RELEASE: 1988. 


ADVENTURES 
OF LOLO 


PLATFORM: NES 

PUBLISHER: HAL LABORATORY 
GENRE: ACTION/PUZZLE 
ORIGINAL RELEASE: 1989 


CRATERMAZE 


PLATFORM: TURBOGRAFX16, 
PUBLISHER: HUDSON 
GENRE: ACTION 

ORIGINAL RELEASE: 1990 


GALAGA ‘90 


PLATFORM: TURBOGRAFX16 
PUBLISHER: NAMCO BANDAI 
GENRE: SHOOTER 

ORIGINAL RELEASE: 1989 
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Diskarmor like never before in 
Rygar: Battle of Argus. By Steve Thomason 


Before Ninja Gaiden found new life on 
the Xbox, Tecmo attempted to resurrect 
one of its other classic franchises with 
the 2002 release of Rygar: The 
Legendary Adventure for PlayStation 2. 
Though the game didn’t exactly burn up 
the sales charts, it was critically 
acclaimed for its excellent presentation, 
superb level design, and above all, the 
joy of wielding the Diskarmor. The fran- 
chise’s iconic weapon (essentially a 
shield attached to the end of a chain) 
moved with a wonderful fluidity, and 
produced some of the most satisfying 
combat this side of Devil May Cry. This 
fall Tecmo will give its overlooked gem a 
second chance in the form of Rygar: 
Battle of Argus for Wii. We recently 
spoke with producer Keisuke Kikuchi 
about what to expect from the remake. 


Nintendo Power: How much does Battle of Argus 
have in common with Rygar: The Legendary 
Adventure for PS2? Is it a remake or an all-new game? 
Keisuke Kikuchi: The concept of Rygar: The Battle of 
Argus is to provide new gameplay in which players 
feel the action by making the most of the contents 
(background and story) from The Legendary 
Adventure and taking advantage of the Wii remote. 


NP: What exactly has been changed or added for the 
Wii game? 

KK: We have prepared a Gladiator Mode, which totally 
focuses on the Wii remote swing action. In accordance 
with the mode, we have changed the main character's 
design, added new enemies, new effects, and 
rearranged the enemies. We are sure that those who 
have played the previous game can experience a 
brand-new Rygar. 


NP: Was there anything from The Legendary 
Adventure that you specifically wanted to improve 
upon with the new game? 

KK: It was pointed out from all over the world that we 
had too many Rollers, a bug-type enemy, in the previ- 
ous title so we decided to start with the rearrange- 





ment of the enemies. Since we realized that we were 
short on the variety of humanoid enemies compared 
to other action games, we reinforced them. Those 
enemies are bigger than the main character. By 
highlighting "conquer the giant enemy with the 
Diskarmor," we made the actions involved in accom- 
plishing this a pleasure. Also, by redesigning the 
main character to look more muscular and adjusting 
the tempo of the attack performed using the Wii 
remote, we have succeeded in creating a little bit of 
time for the player to enjoy the response of each 
attack and to visually feel the heaviness of each 
attack. Moreover, we have prepared new attack 
skills that come into effect only when the Wii 
Remote is swung very fast. Those new attack skills 
are enhanced with special effects that provide a 
more intense sense of fulfillment for the players. 


NP: Can you describe how the controls work? 

KK: In "Conquest Mode," which proceeds along with 
the story, actions can be performed by pressing the A 
Button and B Button then swinging the Wii remote for 
the combination finishing blow. In Gladiator Mode, all 
attacks can be produced by swinging the Wii 

remote, and the swing speed directly affects the 
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Another Spin 
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power of the attacks. We are making adjustments to 
make this as instinctive as possible. 


NP: Has the hero learned any new moves or abilities 
since the previous game? 

KK: Players can create a godlike attack from each of 
the three types of attacks by swinging the remote as 
fast as possible. 


NP: Can you talk a little bit about the thinking that 
went into the main character’s redesign, particularly 
his stark white hair? 

KK: We made him look more powerful and exposed 
his muscles according to the concept. The new color 
of his hair stands out, as well as his muscles, to draw 
people's attention. 


NP: Some of the screens we've seen show a "Muscle 
Bonus." Can you tell us what that's about? 

KK: That is called a "Champion Bonus" in the North 
American version. Players can get jewelry when they 
defeat enemies in Gladiator Mode, and we call these 
bonus points earned a “Champion Bonus." Also, if 
players keep swinging the remote fast and defeating 
enemies without suffering any damage, they will be 
able to get jewelry more easily and earn upgrades. In 
order to get the high score, players must full-swing 
the Wii remote all the time. 


NP: Why did you decide to develop Battle of Argus 
for Wii? What do you think Nintendo's console can 
bring to the Rygar experience that other consoles 
can't? 

KK: In the first place, the compatibility of the 
weapon, the Diskarmor, and the Wii remote motivat- 
ed us to develop this game. I thought that among all 
action games, the motion of swinging the Wii remote 
and that of the main character in Rygar is surprising- 
ly similar. Last year, | swung the Wii remote in various 





ways during the development of Super Swing Golf and 
since then І had thought to myself “We can use it with 
Rygar!" By adapting Rygar to Wii, it is a rebirth and it 

lets players literally experience the action of the hero. 


NP: What has the Battle of Argus team worked on 
previously, and how have those experiences helped 
you with this title? 

KK: | have produced a wide range of games, from 
the horror-game series Fatal Frame, to the horse- 
racing game Gallop Racer, the golf game for the Wii, 





Super Swing Golf, and the trap-game series 
Deception. | have always composed my entire proj- 
ects based on one unique idea. The Wii remote 
swing action is the one for this game. 


NP: Why is the Greco-Roman theme important to 
Rygar, and what do you feel it brings to the series? 
KK: There is a place called Argus in Greece. The 
magnificence and desolate monuments there are 
just perfect for the Greco-Roman world. This theme 
lets the Rygar series have extraordinary stories as 
well as attractive stages. 


NP: The soundtrack for The Legendary Adventure 
was performed by a full symphony. Can we expect a 
similar treatment for Battle of Argus? 

KK: The opening theme of this title is based on 
Rygar's theme but even more dynamic and up- 
tempo. We have left the magnificence of the 
orchestra and added the concept of this title to it. 


NP: Rygar has been a much-beloved series for a 
long time. What do you feel is the essence, or the 
most important aspects of a Rygar title, and how 
does Battle of Argus reflect those? 

KK: Through button operations, the Diskarmor 
popped out and blasted off the enemies, which was 
refreshingly fun. In BoA, we would like to enforce 
that feeling by actually swinging the Wii remote. 


NP: Thanks for taking the time to talk to us. Is there 
anything else you would like our readers to know 
about Rygar: Battle of Argus? 

KK: There are many new elements in terms of char- 
acters, techniques, and game modes, but like other 
Wii games, it's all about experiencing. We have been 
devoting ourselves to developing toward an end-of- 
the-year release, so keep practicing your swing and 
be prepared for Rygar! 
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Battling against fierce beasts is 










very important for your survival, 
but making friends with them is 


essential for your farm life. 
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onic the 
Hedgehog and 
friends aren’t 
content to just 
shatter the sound 
barrier—they’re also 
breaking the laws of 
physics in Sonic 
Riders: Zero Gravity 
for Wii. Get ready for 


another wild ride. 
By Chris Hoffman 


Sonic Zoom 


There's no stopping Sonic the Hedgehog. A few months 
ago the blue blur wowed Wii players with Sonic and the 
Secret Rings, currently he’s charging through the DS in 
Sonic Rush Adventure, and in spring 2008 he's return- 
ing to the world of extreme racing in Sonic Riders: Zero 
Gravity. Building upon the blazing-fast action of the 
GameCube original, the sequel promises to be deeper, 
crazier, and more fulfilling than its predecessor. 

The соге of Zero Gravity's gameplay remains faithful 
to the first Riders. Using a variety of Sonic heroes 
(including Sonic himself, Tails, Knuckles, and Amy), vil- 
lains (such as Jet the Hawk, Wave the Swallow, and 
Storm the Albatross), and guest stars (NiGHTS is 
back!), you'll challenge fields of seven opponents using 
hoverboards called Extreme Gear. Of course, now that 
the series is on Wii, you can use motion-based controls 
to blast through the environments. To get the most out 
of the Wii controls, you'll hold the remote sideways 
(you don’t use the nunchuk) and tilt it to accelerate, 
brake, and steer—though the specifics are still being 
determined. 

“The use of the Wii remote will deliver realism 
through its analoglike fluidity,” says director Kenjiro 
Morimoto. “Players who are familiar with the original 
game may feel that this fluidity is a little bit strange at 
first, but as they pick up on how it works and start 
developing their skills, they will enjoy what they can 
achieve.” 

As ап alternative to using full motioi-based controls, 
players can enjoy Zero Gravity by holding the remote 
vertically and moving their riders with the Control Pad, 
or they can plug іп a GameCube controller and play the 
game just like the original. “The three control styles 
will deliver three styles of gameplay,” Morimoto adds. 
“It will allow players to enjoy the game three times 
more!” 


b. s a 


The ability to control gravity lets you go 


where no hedgehog has gone before. 





* Gravity control is an innovation in the 
action-racing genre." —Kenjiro Morimoto, director 




















"ү personally feel that it may not be too much to say that 
the title delivers infinite amusement.” —Kenjiro Morimoto, director 


Zero Limits 


But even more exciting than motion-sensitive con- 
trols is—as the game's title implies—Sonic’s newfound 
ability to manipulate gravity. In the original Riders, 
using “air” to boost and powerslide through the 
game was the main focus, but this time the g-forces 
provide the fun. The low-gravity antics begin after 
Sonic and his friends acquire strange bracelet- 
shaped meteorites that have fallen from space; 
apparently these meteorites are causing service 
robots to run amok, but more importantly, they give 
our heroes their new gravity-manipulating power. 
What better excuse for a race? 

Once you've hit one of the game's 16 tracks (con- 
sisting of eight environments with two courses each) 
you'll get to put your new powers to the test. Chief 
among gravity control’s benefits is the freedom to go 
places you could never reach in other racing games, 
such as certain walls or ceilings, allowing you to find 
alternate routes through courses. On one track you 
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might end up climbing straight up a towering wall, 
while on other courses you might discover that the 
paths double back on themselves, allowing you to 
ride down a passage to a dead end, then climb onto 
the ceiling to head in the opposite direction and con- 
tinue the race. 

“Gravity control is an innovation in the action-racing 
genre,” proclaims Morimoto. "It's not just a new form 
of drifting-we . . . tried to change any terrain into a 
usable course, which will allow users to enjoy finding 
their own path." 

When using the motion-based controls, all it takes is 
a brief press of the 1 Button to activate a gravitational 
pull that lets you cling to specific surfaces at particu- 
lar points on the course. Other techniques are slightly 
more complex, such as performing supersharp turns 
(achieved by holding down 1 and turning the remote 
sideways) and using a turbocharged speed boost 








called a Gravity Dive (triggered by shaking the remote 
rapidly). Once you've activated the Gravity Dive, your 
character will take Extreme Gear in hand and fly 
forward at breakneck speed, overturning obstacles 
and smashing through almost anything that gets in 
the way. 

“In order to fully use the potential of the Gravity 
Dive,” explains Morimoto, “all courses include a long, 
linear curve. Along that path there are many objects, 
and they will also be affected by the Gravity Dive 
alongside the player's character. If you collide with 
these objects you will gain speed along with a flurry of 
sparks, which is a dynamic action called a Meteor 
Boost." Additionally, you can use the Gravity Dive at 
the peaks of some jumps to reach secret routes. 

Though your use of gravity is limited by the GP 
(Gravity Pool) gauge, which depletes every time you 
execute a gravity-based action, you can replenish the 


Shake the controller to activate the Gravity 
Dive and rocket your way to victory. 
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meter by per- 
forming stunts. 
4 Asimilar system 
y was used in the 

original Riders, but 

the opportunities to per- 

form stunts and the gauge’s 

replenish rate will be more generous this time 
around. Combined with the option to activate stunts 
via motion control, the result should be high-energy, 
visually impressive runs that let you maximize your 
gravity usage. 

“Sonic Riders is not just about running fast, but it is 
designed so that the more you perform dynamic 
tricks, the faster you will be able to go,” states 
Morimoto. “Players will not only have to perform 
great gameplay, but will have to perform attractive 
gameplay.” 


Get in Gear 


Asin the first Sonic Riders, characters in Zero Gravity 
fall into one of three categories: speed, flying, or 
power. Each category has its own attributes (speed 
characters have the best top speed, for example, while 
flying characters usually have faster acceleration) and 
the ability to use exclusive Extreme Gear that's specifi- 
cally designed for each character type. Furthermore, 
your Gear grants you special abilities you can activate 
during races. 

Each Extreme Gear has up to three Gear Change 
powers, and by collecting set numbers of rings that are 
strewn around the tracks, you can unlock the abilities 
(one at a time) by pressing the A Button. Some abilities 
are as simple as increasing your top speed or increas- 
ing the length of your GP gauge, while others bestow 
class-specific powers like grinding (for speed charac- 
ters) or boosting through hovering Air Rings (for flying 
characters). Some Gear Changes result in a transfor- 
mation of the Gear-Knuckles's Red Rock Gear can turn 
into a motorbike, for instance—that lets you gain 
access to new paths. According to Morimoto, advanced 
Gear may even let you "cast a magical spell" that nega- 











tively affects your rivals. 

Every course is designed with plentiful alternate 
routes that take advantage of the various Gear 
Change abilities, and each features envi- 
ronment-specific gimmicks. In the 
futuristic city of Megalo Station, 

you'll be able to grind on top of 

moving trains and access hidden 
underground tunnels, while the 
lush Botanical Garden boasts wild 
corkscrew loops and aggressive 
insects that act as obstacles. The 
Aquatic Capital stage is especially impres- 
sive; amidst waterfalls and levitating liquid 
globes, you'll surf down a water-filled half- 
pipe, catch massive air on waves, and—if you're 


vate boat to cruise through a watery grotto. 

Between all the characters, courses, and Extreme 
Gear (of which there are 40), Zero Gravity should offer 
loads of replay value. "І personally feel that it may not 
be too much to say that the title delivers infinite 
amusement,” exudes Morimoto. 


Rival Riders 


In addition to exhibition races and story modes (in 
which you can play as either the heroes or the Babylon 
Rogues), Zero Gravity will let you hit the track with 


By activating a Gear Change, you can trans- 
form Knuckles’s ride into a hoverbike. 





able to bypass its protective laser barrier—use a pri- 


friends. Like in the previous Riders, you can face off in 
four-player split-screen races or engage in two-on-two 
relay contests, plus you can compete in two new 
modes: Survival Battle and Survival Ball. Both the 
Battle and Ball modes are built around manipulating 
gravity in specially designed arenas; in Battle you'll use 
gravity to slam objects into your opponents, while Ball 
lets you score points by hurling a ball into a goal—sort 
of like soccer on hoverboards. 

If you don't have any friends handy, no problem—just 
use Nintendo Wi-Fi Connection. Although there aren't 
any plans for actual online races, you can use the World 
Rankings mode to download other players' ghost race 
data and see who's the best in one-on-one competition. 

“Even do not know the full possibilities of this fea- 
ture, but it is not just for rankings," explains Morimoto. 
“By downloading the ghost data of the top racers, it will 
help players improve technically and allow others to 
learn hidden routes. | hope that players will use this 
feature to their advantage in order to play this game 
with 120 percent of their potential!” 

With several months of development left on the title, 
Zero Gravity is far from complete, and there's still plen- 
ty we don't know about the game (such as the identi- 
ties of six new riders that Sega has yet to reveal). But 
given the development team's enthusiasm, Sonic's 
penchant for furiously fun gameplay, and the game's 
unique gravity-controlling innovations, we're hopeful 
that Sonic Riders’ Wii debut will be a crash course in 
racing excitement. 




















ere it not for Yuji Horii, the 

console RPG as we know it 

might not exist. With the 1986 
release of Dragon Quest in Japan, Horii 
created the blueprint for what has become 
one of gaming’s most venerated genres. 
More than 20 years later, the renowned 
designer continues to captivate players 
with some help from a little blue slime. 


In fact, Dragon Quest stands as the best-selling video game fran- 
chise in Japan, surpassing even Final Fantasy and Super Mario 
Bros. The series is so popular that Square Enix always sets 
release dates for the weekend because millions of gamers used 
to call in sick to school or work whenever a new installment hit 
store shelves. Horii’s collaborators on the original game-illustra- 
tor Akira Toriyama (of Dragon Ball fame) and composer Koichi 
Sugiyama-continue to work alongside him on the franchise 
today, with the three coming to be known as the “holy trinity” of 
Dragon Quest. For whatever reason, the franchise has yet to 
achieve the same level of success on this side of the Pacific, but 
perhaps the forthcoming release of Dragon Quest IX on DS will 
finally change that. 

Of course, the series also has special significance for Nintendo 
Power. Longtime readers may remember that the original 
Dragon Quest (called Dragon Warrior in North America) was 
offered as a subscription bonus in 1990. 


date of birth: 


birthplace 


best known for: 


favorite food: 


current projects: 
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Before Dragon Quest, 
Horii worked on a number 
of mystery-themed 
adventure titles. Among 
them was The Case of the 
Portopia Serial Murders, 
which Hideo Kojima cred- 
its for inspiring him to 
become a game designer. 





Nintendo Power: Can you 
tell us how you got into the 
video game business? 


Yuji Horii: After | graduat- 
ed from university, | worked 
as a freelance writer for mag- 
azines and other publica- 
tions. At the age of 27, | 
bought a computer to organ- 
ize my work materials—and | 
couldn't get enough of it. | 
started learning computer 
languages such as BASIC on 
my own, and even made a 
few games for myself. 

Around that time, Yukinobu 
Chida from Enix (who is cur- 
rently serving on the Board of 
Directors at Square Enix) vis- 
ited Shonen Jump, a comic 
publication I was writing for. 
He wanted us to help pro- 
mote a game-programming 
contest that his company was 
holding. My editor was a huge 
video game fan, and he 
assigned me to cover the 
story. While | was reporting 
on the contest, | got my 
hands on an application form 
and covertly submitted a 
game | had just recently 
made myself. When | went to 
Enix again to report on the 
winning pieces, | was sur- 
prised to find that one of 
them was mine! 

"Hey, І made this game!" | 
said to Mr. Chida. 

"No way!" he replied. So | 
ended up not only covering 
the awards ceremony, but 
being a recipient myself. It 
was an unexpected conclu- 
sion to one story which 
turned out to be just the 
beginning of another one! 


NP: When you were a kid, 
what did you want to be 
when you grew up? 


YH: When I was in elemen- 
tary school, | wanted to be a 
lawyer, but by the time | was 
a high-school student, І had 
my sights set on writing 
comics. It's usually the other 
way around, right!? [Laughs] 

So even though | was better 
at math and science, | 
entered the literature depart- 
ment at university and also 
became involved in a comic- 
book club. 


NP: How has the video 
game industry changed 
since you've been involved 
with it? And how has your 
role changed within the 
industry? 


YH: At the time when І first 
started making games, it was 
typical for a game to be cre- 
ated by only a single pro- 
grammer. You took your idea, 
drew your own graphics, and 
tied it all together with code. 
However, with the evolution 
of both hardware and soft- 
ware, concepts like planning, 
graphics, sound, and pro- 
gramming have grown so 
large that they must be han- 
dled separately. Teams con- 
sist of dozens or even hun- 
dreds of members now. 

As for my position, it has 
shifted to an organizational 
one, managing and directing 
all the different components. 
I'll probably never program 
or draw graphics with my 
own hands again. 


МР: Why do you think the 
Dragon Quest franchise has 
had such a powerful impact 
on so many gamers over 
the years? 


YH: I think the role-playing 
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genre itself is incredibly 
fascinating. At the time when 
| first made Dragon Quest, 
role-playing games on the 
computer were still very 
much in the realm of hard- 
core fans and not very acces- 
sible to other players. So І 
decided to create a system 
that was easy to understand 
and emotionally involving, 
and then placed my story 
within that framework. 

Stories for role-playing 
games were probably origi- 
nally intended to come from 
the player rather than the 
creator. But that requires 
certain skills on the part of 
the player. So | devised а flow 
for the story and cast the 
player in the role of the hero, 
where they weuld experience 
the story firsthand. 

l also paid careful attention 
to creating a world that play- 
ers could feel comfortable 
inside. An example of this can 
be found in the battle mes- 
sages. Most games at the 
time displayed text such as 
"The monster is killed!" 
However, in Dragon Quest I 
chose to go with the more 
warm-hearted phrasing: 
"The monster is defeated!" 

I created a world where 
players become the hero and 
act out their adventure within 
aslightly humorous world 
with a bit of warmth. I think 
this style has led to the fran- 
chise's popularity. 


NP: How did you first meet 
Mr. Toriyama and Mr. 
Sugiyama? How did the 
three of you come together 
to create Dragon Quest? 


YH: As | mentioned before, | 
spent some time working for 
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Shonen Jump. My editor at 
the time also happened to be 
the editor for Akira Toriyama. 
It was through that connec- 
tion that | was able to 
approach him about handling 
the art in the series. 

As for Koichi Sugiyama, our 
meeting was quite different. 
He was a big fan of games 
himself, and by chance he 
had responded to a consumer 
questionnaire included with 
an Enix game he had pur- 
chased. That was most fortu- 
nately picked up by Mr. Chiba, 
who contacted Mr. Sugiyama. 
So that is how the three of us 
met—somewhat by coinci- 
dence! 


NP: Dragon Quest essen- 
tially created what we now 
know as the console RPG. 
How do you feel about the 
state of the genre today? 


YH: Thank you very much 
for the compliment! 

As for the current state of 
the genre, І have to say that 
there's a wide variety of dif- 
ferent worlds out there now. 
Along with the evolution of 
hardware, gaming elements 
such as battle systems have 
become extremely diverse. 
And I don't think this is а bad 
thing at all. It gives players 
the freedom to choose what 
style of game suits them the 
best. 


NP: What aspect of creat- 
ing a game do you enjoy 
most? 


YH: First let me say—and 


don't take this the wrong 
way-that I love playing tricks 
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on people. So whenever І сге- 
ate a game, | make sure to 
prepare a few surprises for 
players. Then I think about 
what sort of reaction will 
come from the player and | 
smile slyly to myself. If you 
ever saw that smile, you 
might think | was bit strange, 
but...ahem. 


NP: Is there any single 
installment in the Dragon 
Quest series that is partic- 
ularly memorable for you, 
either because the devel- 
opment was especially 
enjoyable or especially dif- 
ficult? 


YH: Every installment has 
been memorable, but if | had 
to give an answer, | would say 
Dragon Quest III and V. 
Dragon Quest III beautifully 
wrapped up the tale that 
began in Dragon Quest | and 
II. Dragon Quest V begins 
with the hero as a child and 
takes him to his wedding day, 
and then he has his own chil- 
dren. The game evolves on a 
grandiose scale where three 
generations wage battle 
against a great evil-not a 
small accomplishment to say 
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“Га be more than 


happy to be remem- 
bered as ‘that wacky 
old guy who love 
video games." 


the least. 

As for difficulties during 
development, Dragon Quest II 
was a big challenge. We didn't 
have much time and there 
was so much to do. It gave me 
ulcers-literally! | was only 
"inches away" from having a 
permanent hole in my stom- 
ach! Now, to prevent any fur- 
ther internal injury, | don't 
pay much attention to dead- 
lines anymore. So | always 
find myself a little behind 
schedule. 


NP: What would you say is 
the single most important 
aspect of making a great 
RPG? 


YH: That's a very difficult 
question. Personally, | would 
say that it's crucial to never 
forget how you felt about 
games when you were a play- 
er yourself. 


NP: Dragon Quest IX com- 
ingto DS exemplifies the 
shift in the market toward 
handheld games. Why do 
you think handhelds are 
becoming so popular, par- 
ticularly in Japan, and 
what does that mean for 


home consoles? 


47H: Right now in Japan, the 
television market is continu- 
ing to shift towards larger- 
Sized screens. It's not unusual 
to find a 50-inch TV in your 
average living room. So І 
think people have started to 
think that it's a bit intrusive 
to monopolize the family's TV 
for gaming. That's where 
handheld games come in. You 
can play them anytime, any- 
where. This has led to the 
handheld market becoming 
more and more mainstream. 
But this trend isn't guaran- 
teed to last forever. I'm sure 
the time will come when con- 
soles become more popular 
again. 


NP: When you're stumped 
by a particularly difficult 
problem while creating a 
game, what's your process 
for working through it? 


YH I'll usually try to watch a 
movie, read a comic, or go for 
a walk. But this usually just 
ends up with me running 
away from the problem and 
becoming completely 
involved in watching the 
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movie or whatever else I'm 
doing! So | don't get a chance 
to think about the problem at 
all. 

Eventually | just have to sit 
down and confront the prob- 
lem seriously to get over 
whatever hurdle I'm facing. 


NP: What is your favorite 
non-gaming hobby or pas- 
time? 


YH: | obtained my SCUBA- 
diving license after | turned 
50. Diving underneath the 
water feels fantastic. I've also 
been addicted to the first 
season of Lost. And I can't 
wait to find out what happens 
next on The 4400. 


NP: What would you like to 
be remembered for 50 
years from now? 


YH: You know, I've never 
thought of that before. Let's 
see.... 

I'd be more than happy to 
be remembered as "that 
wacky old guy who loved 
video games." 


NP: Finally, if you could 
have one superpower, what 
would it be and why? 


YH: Teleportation! Then 
again, flying would also be 
fantastic. Would | be greedy 
asking to be able to travel at 
any velocity between 15mph 
and the speed of light? Then 
1 could go anywhere І wanted. 
And if | ever got into trouble, 
I could dash away at light 
speed. Nothing would fright- 
en me! [Laughs] 
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We take a look at what 
female gamers are 

playing on Nintendo 
systems-and why. 

By Candace English 


hances are, whether you’re 
male or female, you'll find this 
shocking: According to the 
Entertainment Software Association, 38 
percent of gamers are female, and women age 
18 or older account for more of the gaming pop- 
ulation than boys age 17 and younger. Clearly, 
chicks dig games. But what, exactly, 
do they dig about them? 
Conversations with our friends 
and colleagues reveal that it has 
little to do with buxom beauty 
or latex catsuits. 
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Top Games » 
Professor Layton and the Curious Village 
Puzzle Quest: Challenge of the Warlords 
Mario Kart DS 
Super Mario Galaxy 











As far as the games | 
gravitate towards natu- 
Ta rally, | tend to like fran- 
tic multiplayer games, 
like Meteos, Smash, 
and Planet Puzzle League. But | also 
really like quirky games that don't 
necessarily fit easily into boxes, like 
Oendan, Rhythm Tengoku, and 
Chibi-Robo. 


66 | tend to like frantic multiplayer 
games. ... I also really like 
quirky games.” 











Here's what I'm playing now: 
Professor Layton and the Curious 
Village (for DS) is really the first of its 
kind. It's a puzzle adventure, which 
means you unravel the mystery of 
this strange town by solving a series 
of brainteasers. It has a ton of pol- 
ish—much more so than the average 
DS game. | particularly love the ani- 
mated movies (which are fully voiced, 
too!), which remind me of a cross 
between The Triplets of Belleville, old 
Disney movies, and Miyazaki movies. 


/ 

[ 1don't trust you, that’s for sure, 
but I'll let you pass if you can solve 
this riddte, see? 


Professor Layton and the 
Curious Village 





Puzzle Quest: Challenge of the 
Warlords: I've cooled on this title а lit- 
tle, but that's only because it was tak- 
ing over my life. I'm a Level 35 wizard! 

I recently started playing Mario 
Kart DS again with my co-workers 
after a long hiatus. Actually, that hia- 
tus was partly due to Planet Puzzle 
League, another fine title with 
superfun multiplayer action. Our 
Kart rallying cry in the office is “Let 
skill decide!" 

On the Wii I'm playing Super Mario 
Galaxy. What can I say about this 
game that hasn't already been said? 
It's mindblowing and relaxing all at 
once. Sometimes I catch myself cran- 
ing my neck to the side as I run 
upside down. More than any other 
game I've played recently, Galaxy 
really pushes the limits of what you 
can do in a game. It's awesome. 





Ann works in Nintendo’s localiza- 
tion department, so many of the 
games she plays are not yet 
available in stores. 


CHRISTINA P. 





Top Games > 

Super Paper Mario 

Tetris DS 

Animal Crossing: Wild World 





é €, like games that have humor or 


some kind of long-term objective." 





I'm into platform- 
ers. Yoshi's Island 
for SNES and Game t 
Boy are two of my = 
favorite games. 
Super Paper Mario: Love it. | real- 
ly like the story, and the charac- 
ters are hilarious. | like that it’s 
more of a platformer/adventure 
game than an RPG. New Super 
Mario Bros. is also a lot of fun. 

1 usually keep Tetris or Animal 
Crossing in my DS because 
they're games that I can pick up 
without having to remember 
where | left off. 

I like games that have humor 
and some kind of long-term 
objective or mission, but І can’t 
handle complicated storylines, 
because | have a short attention 
span. I also like games where you 
can unlock new areas, characters 
or skills, and where you can 
collect things. 











FEMALE 
GAMERSIN 
BROAD 
STROKES 


The gaming habits of 
females have changed sig- 
nificantly in recent years. 
The Entertainment 
Software Association 
states, “The average adult 
woman plays games 7.4 
hours per week, whereas 
the average adult man plays 
76 hours per week. Though 
males spend more time 
playing than do females, the 
gender/time gap has nar- 
rowed significantly. 
Whereas in 2003, males 
spent an average of 18 more 
minutes a day playing 
games than did their female 
counterparts, in 2004 they 
spent only six minutes 
more each day doing so. 
Females spend an average 
of two hours more per week 
playing games now than 
they did a year ago.” 

Better watch it, boys. 
Nintendo's marketing 
research also turned up 
some tantalizing data, 


including this tidbit: 3096 
of female gamers say gam- 
ing helps them better 
understand guys. 





BEVERLY В. 


Top Games > 
Mario Party 8 
Paper Mario 
igh 


f Zelda: Twili 


Currently | own 28 systems and over 500 video games, including every 
Nintendo system made, including all the types of Game Boy! | started playing 
Nintendo back in 1988, when | got my first system. | always got the newest 
system that came out as soon as I could, and even though I own а lot of dif- 
ferent types of systems, Nintendo brands have always been my favorite. | try 
to buy almost every Mario Brothers game that comes out for any system, 


because those just seem to be the most fun and involved for me. If | had to 


choose a favorite system that Nintendo has made, | would have to say the 
GameCube, although my love for the Wii is climbing up there. 

Right now on the Wii, | just bought Mario Party 8. | also just got done beating Super Paper Mario a few weeks ago, 
and am still in the middle of playing Twilight Prince: also love Elebits and Wii Play and Wii Sports. For the DS, | 
tend to lean towards games like Mario vs. Donkey Kong, Cooking Mama, Brain Age, the 
Monopoly/Boggle/Yahtzee/Battleship combo, Tetris. 

I love strategy games, because it seems more of an accomplishment when І finally beat the level I'm on, or the 
game itself. Role-playing games are also pretty exciting to me. My favorite RPG is EarthBound for the SNES. I've 
been meaning to pop that one in lately and play it again. 

I typically play games by myself, but | always love it when | have a partner to play along. Sometimes my friends 
and | will have a one-player game, and even though we might play it alone, we will always talk about where we are 
in the game and let each other know secrets or tips that we find along the way. 
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TIFFANI К. 





Top Games > 

The Sims 2 

Animal Crossing: Wild World 
Wii Sports Tennis 





€ 6, enjoy games that are like life." 


On my DS I like to 
play The Sims 2, The 
Sims 2 Pets, Animal 
WU g | Crossing: Wild 
World, Nintendogs 
(all four kinds), Zoo Tycoon, and 
Theme Park. On the Wii I like to 
play Wii Sports Tennis and in Wii 
Play | like to fish. | enjoy games 
that are like life, consider a house 
with a family and a job, yada yada 
yada. | normally play by myself 
because | tend to get very com- 
petitive ... but I do like to play my 
dad and my neighbors. 





NAOMI M. 


Top Games > 


Animal Crossing: Wild World 
Wii Sports 
WarioWare: Smooth Moves 





I'm still in love with 
Animal Crossing: 
Wild World. These 
days | get a kick out 
^ of setting and 
achieving goals. My most recent 
thrill came from finally getting the 
golden slingshot! I kept а list of how 
many balloons I'd shot down ina 
row and then | got it a few days 
before | expected it. So great! 

I can play Wii Sports anytime. | 
prefer Bowling against my co-work- 
ers or practicing my Tennis game 
with the training sessions. | never 
realized how the slightest flick of 
my wrist could alter my backhand. 
It's fun to see the improvement! 





66, get a kick out of setting and 
achieving goals.” 
Other games | dig: 
WarioWare: Smooth Moves-1 love 
the sarcastic wisdom of the 





REBEKAH L. 





Top Games > 

Tony Hawk’s Downhill Jam 

Brain Age: Train Your Brain in 
Minutes a Day 

Super Monkey Ball: Banana Blitz 

WarioWare: Smooth Moves 








t weekend | 
played Tony Hawk's 
Downhill Jam for the 
Wii. | liked it more 
than I thought 1 
would, because you're given 
quicker-type races and challenges, 
so you can play for as long or as 
short as you want. | really like Tony 
Hawk games in general. | play the 
first Brain Age on my DS almost 
every week, even now, for pretty 
much the same reason- can play 
for 20 minutes, and put it down. | 
have a short attention span, and 
also feel guilty if | spend too much 
time playing games. WarioWare is 
fun with my neighbors, and Super 
Monkey Ball for Wii is huge at 
family gatherings. 

















6 


ө“ 


1 use games as а quick 
distraction, so | tend to play 


HEAR THEM ROAR! 


Girl gamers want their voices 
heard. You've read about a few 
females’ preferences in detail. 
Here's a taste of what others had 
to say. 





66 Mike being able to exercise 


indoors with Wii Sports.” 
-Мазауо S. 


66 Гат addicted to Wii Sports 


Bowling. I love bowling in real 
life, but hanging around bowling 
alleys isn’t fun very often! | also 
havea great time with Tetris DS. 
1 played the original on the 
Game Boy, and it's great to play it 
again." -Cathy E. 


€ 6, like Petz Vet because you 


learn how to take care of animals, 
learn how to help them, and get 
them to trust you. This game 
teaches you responsibility toward 
pets. | mostly play by myself 
(which | prefer), and only 
occasionally with a friend.” 
-Evelina б. 


ones that allow me to pick it up 
and put it down without a lot of 
time investment all at once.” 


narrator. 
Big Brain Academy: Wii Degree-My 
brain gets heavier every time I play! 





Nintendogs 





REYNAH. 


Top Games » 

Resident Evil 4: Wii Edition 
Super Paper Mario 

Final Fantasy III 


I can’t remember a time when | wasn't into gaming. I think my family is a family of gamers. Even before 
video games, we liked to play board games and card games. I played a lot of the classics like Frogger and 
Ms. Pac Man in the arcades but home game systems cemented me firmly in video games. We got our first 
video game console when І was seven years old. It was а ColecoVision and we played a lot of Q*Bert and 
Donkey Kong. Then the NES came along and we played tons of games on that—Kid Icarus, FF, Dragon 
Warrior, and Ice Hockey. One of my favorite all-time systems is the SNES. 16-bit gaming was awesome! 
Chrono Trigger and Uncharted Waters hold special places in my heart. I've owned almost every console as they came out—Genesis, N64, Saturn, Dreamcast, 
PlayStation, etc. That hasn't changed. Gaming is a part of me. Plus, a little secret tip for the gals—guys really dig it when you're into video games! 

I'm currently playing Resident Evil 4 on the Wii. It’s not my normal MO but so far I'm pretty pleased. The story is intriguing and the gameplay is fun and exciting. 
My heart races when I’m playing. The last game | finished on the Wii was Super Paper Mario. That is much more normal for me. Also, I'm loving the Virtual Console. | 
hope they increase their library rapidly. On the DS, I’m playing Final Fantasy III. I'm a huge FF fan and it is the last one to officially come over to the states. | also 
bought FF IV Advance and FF VI Advance. Going back to the roots really helps me appreciate how far the franchise has come. | also have Planet Puzzle League and 
Puzzle Quest: Challenge of the Warlords in rotation on my DS. 

What attracts me most to RPGs is character development and the storyline. If an RPG doesn't have an engaging story, usually it fails to attract me. I look at it like 
having an active role in a novel I'm reading. Also, since | wasn't gifted enough in hand/eye coordination to dominate in fighting games or first-person shooters, | 
liked the pace of the turn-based system. Moreover, thinking through a game is a big plus for me. Having puzzles to solve or having to strategize to beat an RPG boss 
is much more stimulating than simply beating other characters/players senseless with a timed series of button pushes. Platformers offer simple but fun gameplay. 
Also, they score big nostalgia points as some of the first games I fell in love with were platformers, like Kid Icarus and Super Mario Brothers for the NES. 


Final Fantasy Ill 
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14 GAMES 
IN ALL! 





ALSO IN 
STORES NOW... 





OLD SCHOOL MEETS NEW SCHOOL! 


NAMCO MUSEUM™ REMIX recreates 5 classics with fresh new elements, graphics and gameplay! 
Use your Wii Remote™ to zap, zip and shoot thru games or grab З of your friends for non-stop party 
fun! Also, play 9 of NAMCO'’s arcade classics like Galaxian®, Super Рас-Мап" апа Хєуіоиѕ°. 


CEID 











Roll and navigate Pac-Man through Protect Pac-Man as he rolls through Be ready to battle and knock your Challenge your friends to see who Use Pac-Man to whack hungr! 
25 obstacle filled stages! space and shoot down invading forces opponents off stage in over ЗО arenas, can grab and steal the most flags gators attacking from every 
before they attack him. from each other. on the screen 


IN STORES OCTOBER 2007 
EVERYONE 
Mild Cartoon Violence 


NINTEND DS 


Games 


NAMCO BANDAI Games lc. База 1881-2007 NAMCO BANDAI Games c. байл ®& 1979-2007 NAMCO BANDAI Games lc. Gaplus"™&© 1994-2007 NAMCO BANDA! 
{© 1980-2007 NAMCO BANDAI Games lnc. Рада BO 1983-2007 NAMCO BANDA Games lc PacBPal™'&O 1982-2007 NAMCO BANDAI Games Ioc. Pac'n ol 1980-2007 
й i ©1980-2007 NAMCO BANDAI Games inc Rally-X@ Remix & ©1980-2007 NAMCO BANDAI Games Ic. Gator Panic@® Remix & ©1989-2007 NAMCO BANDAI 
t "1 © 2006 Nintendo. The ratings icon is a registered trademark of the Entertainment Software Association. AN other trademarks and trade names are the property of their respective owners. 





Old school is back in session for a second 
retro installment of Classified Information, 
focusing on the best cheats available for 
Wii's Virtual Console. This month: codes for 
Sega Genesis and TurboGrafx16 titles. 


TurboGrafx16 


Talk about a bad day. You're seeking relief from the rain when all of the sudden 
your girlfriend disappears and you get turned into a horror-movie reject. Use 
these codes to help make things better or—if you wish—make them worse. 


Level Select & Sound Test 


Press Start at the title screen to begin 
the game. When you see the cinema 
scene with the falling rain, press 
Select, Select, Select, then hold down- 
left and press А or В. Press up or 
down to select your level, then press 
Start. Additionally, if you press Select, 
you can access a sound test. 


Hard Difficulty 


At the title screen, hold down the Select button until the word “Hard” appears. 


TurboGrafx16 


Refill Health 


The enemies in the anime-inspired Shockman can inflict a lot of damage, but 
with this code you'll be able to restore yourself to full health at any time. Pause 
the game and simultaneously press B (or Y), left, and Select repeatedly. 


TurboGrafx16 


Level Select 


Get on the fast track to becoming a ninja master by using this level-select code. 
Press B, A, B, B, A, B, Select, and Start at the title screen. You'll enter the Mode 
Select screen, where you can select your starting level (up to the third stage). 
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EDIT 


The codes listed on these pages are 
intended for use with Classic or GCN con- 
trollers, but you can enter the codes using 
the Wii remote instead—substitute A for Y, 
1 for B, 2 for A, - for Select, and + for Start. 


TurboGrafx16 


The president's been captured and only you can save him! Use these codes to 
warp deep into enemy territory or give yourself a tactical advantage. 


Level Select 


Press B, A, A, B, A, B, B, A at the title screen, then hold the direction correspon- 
ding to the level you want to go to and press Start. 

Level 2: Up-right Level 5: Down Level 7: Left 

Level 3: Right Level 6: Down-left Level 8: Up-left 

Level 4: Down-right 


Fast Mode 


At the title screen, press up, down, right, right, A, A, B, Select. A large “2” will 
appear on the title screen. Press Start to begin the game; your character will 
move much faster than usual. 


Hover Mode 


Atthe title screen, press down, up, 
left, left, B, B, A, Select. A large "3" 
will appear on the title screen. Press 
Start to begin the game; your charac- 
ter will be able to hover if you hold 
down the jump button. 


Level Select & Extra Options 


Cleaning up the mean streets will be a 

lot easier if you have a second con- 

troller to activate this code. Highlight 

Options at the main menu, then hold Y 

and B on controller 2, and enter the 

options menu. You'll be able to select gun 
your level, choose additional difficulty 

settings, and more. 





Sonic's fast, but you'll be able to beat Dr. Robotnik even faster if you use these 
codes. Enter them at the title screen. 


Level Select & Sound Test 


Press up, down, left, right, then 
hold Y and press Start. You'll enter 
a menu that allows you to select any 
level in the game and listen to the 
game's music. 
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Invincibility & Debug Mode 


Press up, A, down, A, left, A, right, A, then hold Y and press Start. After the 
game begins, your score will appear as gibberish if you entered the code cor- 
rectly. Press B to transform Sonic into an object (which allows you to move 
around the screen), Y to change objects, and A to place the selected object on 
the screen. Sonic will also be invincible. 


Music soothes the savage beast (not to mention blue hedgehogs and mutant 
squirrels). It’s also the key to activating the stage select, debug mode, and 
more in Sonic’s second platforming tour de force. 


Level Select 


Go to the sound test in the Options menu and play the following sounds in 
order once each: 19, 65, 09, 17. You'll hear a chime to indicate correct code 
entry. Hold Y and press Start to access the stage-select screen. 


Get All Chaos Emeralds 


In the stage-select menu, play the sounds in the following order using the 
sound test: 04, 01, 02, 06. You'll hear a tune indicating you've acquired all the 
Chaos Emeralds. 


Debug Mode 


In the stage-select menu, play the sounds in the following order using the 
sound test: 01, 09, 09, 02, 01, 01, 02, 04. You'll hear a chime if you entered the 
code correctly. Hold Y and press Start to begin the game in debug mode. Press 
B to transform Sonic into an object (which allows you to move around the 
screen), У to change objects, and A to place the selected object on the screen. 


Level Select 


Dynamite Headdy features some bril- 
liantly designed levels—experience 
them all with this code. At the title 
screen (where you can select Game 
Start or Options), press A, Y, left, right, 
B. You'll hear a sound that confirms you 
entered the code correctly. Press Start 
and you'll be able to choose your stage. 


Enhance your hack-and-slash fun with the ability to select your stage and 
obtain extra credits. These codes function only in single-player Arcade mode. 


Level Select 


At the character-select screen, hold 
down-left and B, then press Start. A 
number that appears in the upper-left 
corner of the screen represents your 
starting level. Choose the level by 
pressing up or down. 


Extra Continues 


At the character-select screen, hold down-left, У, and A, then press Start. 
Release the buttons and choose your character to start with nine continues. 


ToeJam and Earl need to find all the 
pieces of their ship; help ‘em out with 
this code. Pause the game and press up, 
Y, B, and A simultaneously, then press 
right and Y, then down and B, then left 
and A. You'll obtain all the ship parts 
except one. On the next level you reach, 
you'll find the last piece of your ship. 
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he knockout punches 
came at a steady rate 
this summer at the 
Smash Bros. Dojo as 
Super Smash Bros. Brawl mas- 
termind Masahiro Sakurai doled 
out daily tidbits on one of the 
most anticipated games of the 
fall. We've been following the 
announcements and the reac- 
tions that have rippled across 
the Web, and we have formulat- 
ed а list of the 10 pieces of Super 
Smash Bros. Brawl news that 
have dropped the most jaws 
since our update in July. To keep 
up with further developments, 
check into the dojo every week- 
day at www.smashbros.com. 
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MICRO GAME, 
MAXIMUM 
PUNCH 

Part of the fun of watching 
the Smash Bros. Dojo 
updates is finding out 
what games will be sampled from next. As 
August came to a close, we found out that, for 
the first time, the referential WarioWare will 
be referenced in a Smash Bros. title—fitting 
because Wario is a newcomer in Brawl. The 
WarioWare stage recalls the microgame 
extravaganza with a recreation of some of its 
most iconic games, such as the one that has 
you avoiding falling arrows and the one that 
asks you to jump before the earth quakes. The 
new Brawl stages are following the quirks of 
the games from which they came more than 
ever—and, in the case of WarioWare, that's a 
lot of quirks. 

















XE E 
By George Sinfield 











АРОКЕМОМ 
TRIPLE THREAT 
Jigglypuff, Pikachu, Pichu-from 
the beginning we’ve seen 
Pokémon characters have it out in the Smash 
Bros. fracas, and Brawl is bringing even more 
Pokémon to the party. On August 13th, Smash 
Bros. Dojo revealed that the game’s Pokémon 
Trainer will offer up Squirtle, Ivysaur, and 
Charizard, who will play tag-team as the Trainer 
watches from the wings. The Trainer has always 
relied on Pokémon doing the fighting for him 
and, apparently that won't be changing any 
time soon. You, however, get the rare treat of 
controlling Pokémon directly, and you can bet 
that they'll bring the same types (Water, 

Grass, Poison, and Fire) of moves that they've 
displayed in the Pokémon titles. 
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DOUBLE CROSSING 

In July we learned that the world of 

Animal Crossing will host a Smash 

Bros. battle for the first time and 
that the Animal Crossing Pitfall item will cause 
combatants to drop into gaping holes. The 
Smashville setting recalls the small-town charm 
of the EarthBound-inspired Onett stage in Super 
Smash Bros. Melee, and offers a real-time twist. 
Not only does the sun set according to your con- 
sole's internal clock, but the fighters are sere- 
naded by K.K. Slider himself at 8:00pm on 
Saturday, his usual performance slot. 


CHRISTMAS 
4 IN JULY 
Timed with E3, the July 12th 


announcement that Super Smash 
Bros. Brawl will reach our shores December 3rd 
was not shocking (we've known for quite a while 
that the game would be a late-2007 release), but 
knowing exactly when we'll be able to get to the 
smashing is great news. The notice was accompa- 
nied by a video that gave us a glimpse of some of 
the game's most promising stages: the crumbling 
Bridge of Elin (with Zelda standing guard) and 
Lylat Cruise, in which Fox, Bowser, and Samus 
fight above the deck of the Pleiades. 


ALL FIRED UP 

When Roy and Marth appeared in 

Super Smash Bros. Melee, the 

fighters and their original series, 
Fire Emblem, were fairly unknown in North 
America. Since then, Fire Emblem has made 
advances on this continent, making it not at all 
surprising that Ike, the lead character of Fire 
Emblem: Path of Radiance, will join Brawl. And, 
by the looks of screenshots of his special moves, 
he seems to be pretty handy with a sword. The 
Ike announcement on August 1st was followed up 
with confirmation of Fire Emblem stage Castle 
Siege the next day. 


THE DEVIL AND 

DR. WRIGHT 

The brawlers are not the only 

characters who will make appear- 
ances. Some familiar (and not-so-familiar) faces 
have surfaced in the form of Assist Trophies. The 
little glass cases, when cracked by a Hummer Bro, 
release characters who cause midbattle havoc. 
A puppy from Nintendogs pops up and obscures 
the players' view. Samurai Goroh from the F-Zero 
titles swings his sword around, and Knuckle Joe 
from the Kirby titles also puts up a fight. Perhaps 
the most intriguing Assist Trophies announced 
so far are tied to obscure characters. Devil from 
Famicom title Devil World (not released in North 
America) is capable of pushing combatants out 
ofthe battle by scrolling the background from 
side to side. And Dr. Wright, the player's aid from 
the Super NES version of SimCity, creates sky- 
scrapers from thin air, knocking fighters aside. 




















TOUCHED BY 
TWILIGHT 


Link is a Smash Bros. mainstay. It 

wouldn't be a brawl without him. 
Early on, we knew that the Link who appears in 
Brawl is the same one from Twilight Princess, but 
it wasn't revealed until August that he wields the 
Gale Boomerang (which catches rivals in its tor- 
nado), the Hero's Bow, and the Clawshot (which 
allows Link to recover from a fall à la Zero Suit 
Samus). Could news of a lupine transformation 
be far behind? We'd love to see Link explore his 
canine side one more time. 











RUMBLE IN 

THE JUNGLE 

We've seen Donkey Kong-themed 

levels in Smash Bros. before, but 
the Rumble Falls level (announced July 23rd) is 
based on Donkey Kong: Jungle Beat and thus 
scrolls vertically automatically, leaving those at 
the bottom out of luck. 











A GAME WITHIN 

THE GAME 

Though all Smash Bros. titles have 

dabbled in single-player modes, 
several announcements throughout the summer 
showed us that The Subspace Emissary Adventure 
mode in Brawl is the real deal. The side-scroller 
starts in an arena then goes broad with “many 
famous characters persevering under the weight 
of their personal histories.” Screenshots from 
the August 3rd update show Pit, Samus, and Fox 
fighting in environments that seem fitting for 
those characters. Two Adventure-mode notices 
have come with film clips, and the August 24th 
Dojo entry gave us a glimpse of the story’s first 
boss, Petey Piranha. Better yet, it suggested 
that a choice you make during the battle will 
create a branch in the storyline. 


MAXIMUM 

TUNEAGE 

The popularity of video game 

music concerts over the past few 
years has underlined the importance of great 
tunes to go with the punching and kicking. Smash 
Bros. Dojo has given us a good taste of the back- 
ground music for several of the game's stages as 
of late; all of them take themes from past games 
and give them Smash Bros. flair. When you listen 
to the music of Animal Crossing, you don't imme- 
diately think about pummeling other video game 
characters, but "Animal Crossing: Go K.K. Rider!" 
(which debuted on August 23rd and will accom- 
pany the Smashville stage) has an adrenaline- 
pumping beat that will serve the purpose nicely. 
Other recent music samples explore the worlds 
of Star Fox and Kid Icarus. 
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Dragon Quest 
Monsters: Joker 











Draws Near =- 





ASlime 











he big guns of Dragon Quest-director 

Yuji Horii, character designer Akira 

Toriyama, and musician Koichi Sugiyama— 

had a vision for the franchise’s turn-based DS 

debut: monster collection, character customization, 
strong battle strategy, and more than 200 beasts 
culled from Dragon Quest's 20-year history. As the 
story begins, an adventurer is sent by his father (the 
leader of possibly corrupt organization CELL) to join 
the Monster Scout Challenge of the Green Bays archi- 
pelago and investigate strange goings-on within the 
competition. You name the newbie hero and every 
monster that you bring onto his team, starting with 
your choice ої a Dracky, a Platypunk, and a 
Mischievous Mole. During monster confrontations, 
you have the choice to either fight the opposing crit- 
ters or convince them to join your side by scouting 
them (basically beating them down without caus- 
ing damage). The adventure has clear goals, dis- 
played on the bottom screen, but gives you plen- 
ty of leeway to explore as you wish, and a bag 
full of storyline surprises. You'll meet other 
humans as you hop across the island chain (and 
maybe even an uncharted island or two), but the 
real stars of the game are the creatures of five 
monster families: Slime, Dragon, Nature, Beast, 
and Material. Some monster types have influence 
over others (making it easier for them to defeat and 
recruit other types) and all monsters have room for 
growth, which you direct. Once you have a team that 
you are happy with, you can challenge other DQMJ 
players either through local wireless matches or 
Nintendo Wi-Fi Connection. Yeah, it's a lot like 
Pokémon, but with more of a traditional RPG flair. 
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Only on the DS 


А variation of the Dragon Quest VIII (PS2) graphics engine 
makes Toriyama's characters come to life with 3-D, cel-shaded 
graphics displayed on the 05 top screen. Tropical settings, 
dark caves, and castle grounds—shown in both day and night 
cycles—immerse you in the game world. The top screen is free 
of icons and meters—you do all of your adventure manage- 
ment on the bottom screen: a map of your location, a 
reminder of your current mission, and entries for your scout 
and monsters appear there. You can drag the map to the cen- 
ter of the screen for a better look at the surrounding area. You 
can also tap the character pictures to open menus. The 
scout's menu gives you access to his items, spells, and abili- 
ties, allows you to reconfigure the team and view a library 
that stores all of the monsters that you've encountered, and 
lets you save your progress. The individual monster command 
menus provide information and options for the creatures on 
the team. Menu manipulation can also be handled easily with 
atap of the X Button followed by use of the Control Pad and 
the A and B Buttons. 


Fight or Run 


There was a time in Dragon 
Quest games (called Dragon 
Warrior in North America 
until a couple of years ago) 
when monsters would 
attack without warning. All 
of the beasts in DQM) are 
visible on the top screen, 
giving you the option to bat- 
tle them for experience 
points, scout them to have 
them join your team, or 
avoid them if you'd rather 
not be bothered. 





Battle 
Station 


You do a lot of fighting in 
RPGs to build your charac- 
ters' levels. When you're ina 
place where you know that 
the opposing monsters don't 
pose a credible threat, you 
just want to blaze through 
the baddies. DQMJ’s time- 
saving Fight command sig- 
nals your team to use tactics 
that you've preset (via the 
Tactics command) and go 








through a round of battle 


without further instructions. Tactics range from telling your monsters to go at it with only phys- 
ical attacks to commanding them to focus on healing. In intricate battles, where the outcome 
could go either way, you can give your creatures specific orders for every turn. The fight takes 
longer, but the results are usually more satisfying. The commands are displayed on the touch 
screen, and you can trigger them with your stylus or with the Control Pad and buttons. 





$ Heart Breaker! 
























Tell your monsters to fight, and they will follow 
preset tactics to carry out your will. 


When you issue orders to individual monsters, 
arrows point to each monster's target on the 
bottom screen. 


has a way with the monsters. 
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A Team on the Rise 


Not only can you recruit creatures to your team via the Scout 
command, but once they are on your side, you can develop 
their skills to your liking. Periodic level increases give your 
monsters Skill points. Most monsters have two or three areas in 
which the points can be spent: usually on an increase of abili- 
ties or on a package of spells (one new spell per upgrade). 
Monster synthesis is another kind of customization. It allows 
you to combine two monsters (one male and one female) who 
are each at level 10 (or higher) to create another monster (that 
you choose from a list of three). You can also select the spells 
and attributes that the new monster will be able to upgrade 
when it has Skill points. 





















Attack Boost. 
РАШ Boost Attribute bonuses that 
increase attack power 
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Skill Ca Maximum HP +3 
Attack +3 


Maximum HP +10 
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Scout, develop, and synthesize—your monster team will soon be like 
no other. 











Beasts with 
Brains 


The monsters on the field 
have minds of their own. If 
you're parading through 
Infant Isle with a group of 
experienced creatures, the 
one-swipe-and-they're-gone 
Slimes in your path will run 
for the hills. If the beasts size 
up your team and figure that 
they've got a chance, an 
exclamation point will appear 





above them (indicating that 
they're aware of your pres- 
ence) and they'll make a bee- 
line for battle. Enemy mon- 
sters follow orders similar to 
the ones that you dole out to 
your team. If you attempt to 
scout them and fail, tensions 
will rise and they'll attack 
with more power than ever. 
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First the Neighborhood, 
Next the World 


Beating up a bunch of monsters to advance through the story is 
one thing. Taking on the teams of other DQMJ fans is another. If 
you think your squad is worthy of greatness, there are several 
ways that you can put it to the test. The DS Wireless Play option 
allows you to pit your monsters against those of another player 
in a head-to-head battle, or against three other teams in a tour- 
nament. You can also trade monsters with other players via a 
wireless connection. The Chance Encounter setting is similar to 
the Nintendogs Bark mode. If your DS (on, but closed) comes 
within range of another player's DS that is also set to Chance 
Encounter, you'll exchange team data for a battle that you can 
fight whenever you choose. The Nintendo Wi-Fi Connection- 
enabled Wildcard World Cup also transfers data from another 
player's team to your DS, allowing you to fight Al-controlled 
monsters and, with victories, rise in your worldwide rank. There 
will be no holding back the beasts when Dragon Quest 
Monsters: Joker arrives on November 6th. 








Ifonly you could cast Furball 






you'd be able to tame this wild beast. 





Name your 
team, then 
take on the 
globe in the 
wildcard 
World Cup. 




















7775 


VES eL BL 


[SERIES URSBGINIDIC Re 






















Nh 
o! 


LIBO CD AGREES . CANTO не Чуятлю STATE АМ Ваг е, 
EXCITING AIR AAD VEN. OJUNLCASTUITS CREAT POWERS 4 ARENA MINIC. 22 
V ч ^ M 


cen "ті 


PRODUCTS RANGE FROM EVERYONE 10 EVERYONE 10+ 


Cartoon Violence 
Violence 


www.estb.org 





REVISITING THE CLASSIC: 


«PLAY 


PLATFORM: SUPER NES 

VIRGIN INTERACTIVE 
PUBLISHER: VIRGIN INTERACTIVE 
RELEASE DATE: OCTOBER 1994 


COVERED IN ISSUES: 64, 66, 68, 69, 71, 86, 


99, 118 
NUMBER OF BOULDERS OUT TO KILL YOU: 
INFINITE 


Your humble writer excluded, The 
Lion King has few fans among the NP 
crew. Fortunately, my cute-phobic 
cohorts can't snip the claws of this lit- 
tle kitty; the original SNES version sold 
more than 1.27 million copies and was 
released on seven other systems 
worldwide. Who says movie-spinoff 
games can't be the cat's meow? 

The Lion King begins much like the 
film on which it's based. Simba, lion 
cub extraordinaire, scampers about a 
savannah-inspired landscape, pouncing 
on cretinous varmints and swinging 
from the odd hippo tail. In addition to 
four paws and a heart of gold, he's 
armed with a "roar" that would make 
your housecat yawn (he's young-give 
him time!). Said meow is put to use 
stunning bothersome porcupines and 
ill-directed monkeys (whose tosses are 
your transportation in the "Can't Wait 
to be King" level's puzzle). Other hijinks 
include rhino-propelled jump-fests and 
helter-skelter ostrich rides; just anoth- 
er day for our lovable, royal scamp. 

Of course, as in the film, nobody 
puts Simba in a corner. In a rare gam- 
ing twist, the gameplay shifts midway 
through, when Simba matures from 
his Jonathan Taylor Thomas roots into 
the raging killer he was destined to be 





(Matthew Broderick in the movie). A 
lion can't be all "hakuna matata" for- 
ever! Newly powerful paws are put to 
use swiping vines and pummeling foes. 
A post-pubescent roar renders jaguars 
and hyenas dazed and ripe for mauling 
(sadly, no time to eat in-game). 

In the final level, the puzzling, 
pouncing, and log-jumping you've 
done culminate in a showdown with 
your evil uncle, Jeremy Irons (er, Scar). 
After scaling Pride Rock by way of a 
grueling platform-jumping and light- 
ning-dodging tour de force, you throw 
down in a catfight that determines the 
fate of your pride and of the savannah 
as a whole. A few authoritative slaps 
and Scar is buzzard food. 

Throughout the game, the movie's 
Academy Award-winning score 
gets the deluxe 16-bit workup, 
and pairs beautifully with the 
gameplay-from the bouncy 
"| Just Can't Wait to Be King" 
of Simba's carefree days to 
the nerve-racking "To Die 
For" of the stampede level. 

So why all the haters? The Lion 
King may seem like a fairly run- 
of-the-mill platformer, but under- 
neath its cuteness and movie-fran- 
chise baggage (it isn't easy finding a 


Have a favorite classic game you'd like to see revisited? 
Send us your requests—we'll consider them for a future installment of Playback. 


pulse@nintendopower.com 
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Simba’s raspy cub roar frightens prickly foes into submission. 





decent game based оп а flick) lies a 
brilliantly executed side-scrolling 
delight. Lovable film characters? 
Check. Rock-solid control, dynamic 
and challenging gameplay, and playful 
panache? Check. True-to-its-roots car- 
toonish charm? Check. What more 
could you ask for? 

—CANDACE E. 


Asante sana 
squash banana! 


MAGIC KINGDOM? 






Disney is an old hand at sending 
their franchises into video game 
land. It goes without saying that 
The Lion King represents а suc- 
cessful venture on this front, but 
what about the rest? 





| 
ЧИНА РОЛИ "LO A 


Who Framed Roger Rabbit? 
NES (1989), GB (1990): Absolute 
garbage. Inane riddles, tedious 
shopping puzzles, and a frustrating 
confrontation with Judge Doom. 
(we're not off to а good start.) 





Aladdin 

SNES, Sega Genesis (1993), GB 
(1995), GBC (2000), GBA (2004): 
Interestingly the Genesis iteration 
was the only one created by Lion 
King developer Virgin Interactive. 
That version was superb; the 
other versions, however, were 
hit-and-miss. 





Kingdom Hearts 

PS2 (2002): A peculiar mix of FF- 
infused role-playing and beloved 
Disney properties (including the 
likes of Donald Duck, Goofy, Jack 
Skellington, Simba, Tinkerbell, and 
scads of other denizens of Walt’s 
vault). The game was well-received, 
but it stands as one of the strangest 
concepts to come out of the 
entertainment conglomerate. 
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Will Zelda‘ redefine 
adventure:on DS? 
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How:happy:can a little = = i DDR's full-body 
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THE GLORY OF THE FAMILIAR 





THE LEGEND OF 


PLATFORM: NINTENDO DS 
PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO 
ESRB: EVERYONE 






gee For better or worse 
1 (but mostly for bet- 
| ter), the Legend of 
| Zelda franchise has 
| become a known 
quantity to video 
game consumers. It's sort of like 
buying a Rolex watch or a 
Mercedes Benz—any Zelda game 
will, almost without fail, satisfy 
gamers with its quality and atten- 
tion to detail, and it will do so ina 
wholly unsurprising way. The 
games in the series follow a very 
predictable pattern: You start out 
asan underpowered, pointy-eared 
swordsman in some vaguely 
medieval backwater, then you 
gradually come to understand that 
you are the key player in some des- 
perate, supernatural struggle. With 
a few words of encouragement 
from some wise man, princess 
from another dimension, or sen- 
tient plant, you set off on an 
adventure. First you acquire a 
sword, then you pick up weapons 
and tools at the exact time that 
they become essential to your 
quest. Central to your mission is an 
item that can manipulate some pri- 
mal force normally beyond the 
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control of man: time, the laws of 
physics, the weather, the seasons . 
.. Whatever. As you fight your way 
through increasingly difficult dun- 
geons scattered throughout an 
overworld, you slowly collect magi- 
cal objects or creatures that have 
been hidden/lost/imprisoned/cor- 
rupted until you have enough 
magic and stamina for a showdown 
with the evil being who's been 
pulling the strings throughout your 
adventure. Then you'll get a better 
sword, head to a really tough dun- 
geon, and fight the evil being with 
just about every weapon and abili- 
ty you've picked up during your 
quest. Of course, there are also a 
zillion little diversions and fetch 
quests to stretch your adven- 
ture into the 40-hour 

range if you’re an obses- 

sive completionist. You 

get the idea: when you 

start a Zelda game, you're 
buying a ticket for more or 
less the same ride you took 
the last time you played a 
Zelda game. 

Before I'm tracked down 
and bludgeoned by hordes 
of rabid Zelda fans, I'll cut to 
the chase: | don't like 
Phantom Hourglass and the 
other Zelda games-l love 
them. The series thrives 
because it melds comfortable 
familiarity with small surpris- 
es, clever gimmicks, and 
minor plot twists. As silly as it 
sounds, I believe that Shigeru 
Miyamoto stumbled upon 


some "golden ratio" of game 
design 20 years ago with the origi- 
nal Legend of Zelda-some mysti- 
cal combination of appealing char- 
acter design, carefully structured 
puzzle and combat challenges, and 
sound and music that drills into the 
pleasure centers of your brain. Eiji 
Aonuma has taken that Zelda for- 
mula and found ways to endlessly 
riff on it like a masterful jazz musi- 
cian: Ocarina, Majora's Mask, The 
Wind Waker, Twilight Princess, and 
now Phantom Hourglass. The 
sheer pleasure of exploring and 
manipulating these clockwork 
worlds is a unique experience in 
gaming that should never be 
missed. All the heroic, sword- 








and-sorcery boilerplate is simply a 
Trojan horse that contains some of 
the most ingenious puzzles ever 
conceived. The Zelda titles would 
delight and entertain people even 
if they were taken out of Hyrule 
and set in an Omaha office build- 
ing. | wish that the same could be 
said of most other games. 
Phantom Hourglass will not leap 
out at you with the shock of the 
new. It builds upon past Zelda bril- 
liance with its innovative touch- 
screen controls and improves upon 
The Wind Waker's awesome sailing 
mechanics. The core gameplay is 
nearly flawless (occasionally the 
touch screen will let you down in a 
fierce boss battle, however) and 
provides the deepest, most sat- 
isfying, and most accessible 
Zelda experience on a hand- 
held system to date. It also res- 
urrects The Wind Waker's stel- 
lar production design—a trend 
that | hope will continue on 
the DS and on future hand- 
held systems. We've already 
Said more about Phantom 
Hourglass in this publication 
than you should know before 
you begin it, and I have no 
intention of giving away any 
further surprises (if you 
must, read more about the 
game on page 50). Just 
know that it's the same 
Zelda you've always loved, 
and that's a good thing. 
—Drew W. 





IM 
INE? 


’s a completely inconceiv- 
able scenario, we know. 


CHRIS HOFFMAN Lo 

| I'd move to Canada and 

become the nation’s first 
q moose-riding mountie. 

Then someone could 
make a video game about 
it. Either that or I'd write а 
biography of Mr. T. 


CHRIS SHEPPERD. т 
I'd probably return to my 

| life as а flying, invisible 

| superhero. Writing about 

ideo games is the only 
hing that could ever take 
me away from that. Or I'd 

just sit on my couch. 

































GEORGE SINFIELD 
I guess I'd have to get a 


g. real job. Let's hope it 
y 


EJ doesn't come to that, 


STEVE THOMASON 
I'd put my political sci- 
E ence degree to good use 
і, and...oh, who am I 
w kidding? There is no 
< good use for a political 


science degree. I'd prob- 
ably end up as a hobo. 


SCOTT PELLAND 
ють I'd compose a sci-fi rock 
opera entitled “The Tapirs 
of Titan” featuring the 
world's first baritone 
ungulate іп а leading role. 


CASEY LOE х E 
[97 7| are there still organ 
| A. į grinders? No? Then I'm 
jl bringing that back. If you 
À have a turn-crank organ 
NI and a trained Capuchin 
Monkey you're willing to 
part with, contact me 
care of the magazine. 


PETE MICHAUD 22 
Two words: Ocelot 
Hunter. But seriously, 
folks, I've always consid- 
ered myself a country 
boy, I think | might try 
my hand at living in the 
big apple, err . . . city. 


DONKEY KONG: BARREL BLAST. (Wii 


P 


DONKEY KONG: 
BARRELBLAST 
| RATING: 6.5 | 


PLATFORM: Wii 
PUBLISHER: NINTENDO 
DEVELOPER: PAON 
ESRB: EVERYONE 





Beginning its development as a 
bongo-compatible title for the 
GameCube, Barrel Blast seems tailor- 
made for the motion-oriented controls 
of the Wii. But while the Wii doesn’t 
mishandle the original concept, the 
simplicity of shaking the nunchuk and 
remote to guide your vehicle along the 
course underutilizes the potential of 
the controller. Since the turning is done 
for you and you're only moving left and 
right to avoid obstacles, there are 
stretches during races where you bare- 
ly have to move at all. Barrel Blast tries 
to spice up gameplay by adding oppor- 
tunities to string together combos by 
ramming nearby objects in succession, 
but the risk of crashing into an inde- 
structible object is often not worth the 
speed-boost reward. 

The controls may be a little under- 
cooked, but there is some devilish fun 
to be had in the multiplayer mode. The 
ability to punch opponents in your way, 
as well as unleash a sizeable arsenal of 
pick-up weaponry, makes for some 
rowdy races. It's unfortunate that 
Nintendo has waited for marquee titles 
tounveil the Wii's online capabilities; 
Barrel Blast is a glaring example of a 
game that would benefit greatly from 
Wi-Fi multiplayer action. 

Many of the Wii titles that began 
development on the GameCube still 
look like GameCube games. To Barrel 
Blast's credit, it looks like there was a 
concerted effort to make the game 
look better—a smooth frame rate and 
some nice effects spruce up an other- 
wise mundane racer. —CHRIS S. 
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DO THE DEW 





DEWY'S 
ADVENTURE 
Fearne: 70] 


PLATFORM: Wii 
PUBLISHER: KONAMI 
DEVELOPER: KONAMI 
ESRB: EVERYONE 





Dewy’s Adventure is sort of a 
throwback to the classics of the 16- 
bit era. It takes a single gameplay 
concept-the ability to transform 
water-based hero Dewy into liquid, 
ice, and mist forms—and cleverly 
builds each level around that idea. 
The result is a game without a lot 
of complexities that still manages 
to be very creative and engaging. It 
constantly introduces new ways to 
utilize the same basic mechanics, 
and each world culminates in a 
wonderfully imaginative boss bat- 
tle that requires you to use Dewy's 
various forms in tandem. 

The game's bright, vibrant col- 
ors and adorable character designs 
may turn off some, but | find it 



















quite charming (in fact, the aes- 
thetic reminds me а lot of Namco's 
beloved Klonoa: Door to 
Phantomile). Like many platform- 
ers of yore, that light-hearted exte- 
rior belies a pretty stiff challenge. 
The tilt controls are up to the task 
for the most part, with one glaring 
exception: the ice world. Because 
Dewy slides around on his butt, 
there's already an element of 
momentum to his movements. Put 
him on a slippery surface, and it 
becomes an exercise in frustration 
as you struggle to keep the pint- 
sized protagonist from sliding off 
of platforms and to his doom. It 
wouldn't be such a big deal if the 
ice world didn't constitute nearly 
20% of the game (there are six 
worlds in total, each consisting of 
four levels). The lack of mid-level 
checkpoints only exacerbates the 
problem, especially when some of 
the stages take 15 minutes or more 
to complete. If you can persevere 
through that one world, though, 
the rest of Dewy's Adventure offers 
a pretty good time. —Steve T. 
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SONICRUSH 
ADVENTURE 


PLATFORM: NINTENDO DS 
PUBLISHER: SEGA 

DEVELOPER: SONIC TEAM/DIMPS 
ESRB: EVERYONE 


Sonic's become something of a mes- 
sage-board whipping boy these days, 
but Sonic Rush Adventure proves that 
the ol’ hedgehog can still deliver a top- 
notch platformer. The 2-D gameplay 
builds off of 2005's Sonic Rush, includ- 
ing the return of the brilliantly con- 
ceived trick system. When one of the 
game's myriad environmental gadgets 
sends Sonic airborne, you can pull off 
tricks to fill the blue blur's tension 
gauge. That, in turn, allows Sonic to 
perform an ultraspeedy Super Boost 
that plows through any foe in his path 
(thus solving the franchise's long-run- 
ning problem of getting blind-sided by 
a fast-approaching enemy). This sys- 
tem gives the action a nice rhythm, 
and feels like a logical extension of the 
classic formula established during the 
hedgehog's Genesis days. The level 
designs are fantastic as well, boasting 
lots of variety in terms of both struc- 
ture and aesthetics. 

Between stages, Sonic roams an 
island hub where he can chat with 
inhabitants to unlock bonus missions, 
earn decorations for his new tropical 
home, or gather information regard- 
ing his next destination. Each side- 
scrolling stage is located on a different 
island, and to get there you must trav- 
el by sea via one of four watercraft. All 
of the vessels control differently, from 
ajet ski that you steer by sliding the 
stylus, to a submarine that has you 
tapping targets to the beat of the 
music à la Elite Beat Agents. The side- 
scrolling stages are still the main 
attraction, but these nautical excur- 
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Sions serve as a fun diversion. 

Though the writing is a bit better 
than what we usually get from the 
series, I could do without all of the 
extraneous storytelling that accompa- 
nies the added adventure elements. 
Other than that, Sonic Rush Adventure 
offers everything you could want from 
Sega's speedy mascot: tight controls, 
Clever boss battles, gorgeous hand- 
drawn backdrops, and a catchy sound- 
track. That should get the message- 
board denizens off his back for a little 
while, at least. —STEVE T. 


MERCURY 
MELTDOWN 


REVOLUTION 


PLATFORM: Wii 
PUBLISHER: IGNITION 
DEVELOPER: IGNITION 
ESRB: EVERYONE 








To complete the stages in Mercury 
Meltdown Revolution, you'll need to 
explore the strange properties of a 
glob of mercury by heating it into slip- 
pery puddles of slag, freezing it into 
slow-rolling pinballs, or splitting it into 
globules that can trigger different 
devices simultaneously. MMR has 
plenty of clever ideas, and while solv- 
ing its puzzles is satisfying, the execu- 
tion is not. Instead of controlling your 
glob(s) directly, you tilt the entire 
stage by making the tiniest of adjust- 
ments to your Wii remote's orienta- 
tion, and when you misjudge an angle 
or let your fingers slip, your glob will 
split into unwanted globules or plum- 
met off a ledge entirely. The strict con- 
trols make Mercury Meltdown 
Revolution a bit too frustrating for 
casual audiences, but with a retail 
price of only $20, there's little risk in 
trying it out to see if it's right for you. 
—Casey L. 
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ON THE TOWN 





Mysims 


PLATFORM: Wii 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: ELECTRONIC ARTS 
ESRB: EVERYONE 


Your MySims virtual existence 
begins when you arrive in a run- 
down town, having first built your 
Sim using a simple-but-fun charac- 
ter editor. The mayor shows you 
the ropes, demonstrating how to 
create buildings, collect special 
“essences” that you can use in your 
designs, and even how to craft 
household items. Buildings and 
objects are compilations of 3-D 
blocks, specialized pieces such as 
doors and decorations, and colors 
and patterns; you place each piece 
and choose its appearance. 
Budding architects and designers 
will be in heaven. Following a blue- 
print design lets you build specific 
pieces, some of which you’ll pres- 
ent to other Sims to advance the 
story. Using both the Wii remote 
and nunchuk gives you a good 
range of control over the creative 
process, although placing pieces 
precisely can be cumbersome. 
Load times of up to five seconds 





every time you enter a building or 
anew editor screen are annoying, 
however. 

But building is only part of the 
story in MySims. Your real job is to 
satisfy the needs and desires of the 
town's Sims and create an environ- 
ment that will attract newcomers. 
The interaction is fairly simple; you 
can talk to characters, be nice or 
mean to them, give them items, or 
interact in context-specific ways 
such as dancing in the club or jug- 
gling at a picnic. As you complete 
more tasks and improve the town, 
you'll earn stars that open up new 
areas. 

I really wanted to love MySims, 
and | did enjoy the freedom to 
build and rebuild the town's struc- 
tures, but without the charming 
interplay of characters found in 
Animal Crossing or the deep social 
interaction in The Sims, MySims 
seemed lacking. For one thing, it 
doesn't offer the connectivity with 
the DS version that EA reportedly 
wanted to include, and without an 
online component you can't even 
show off your village to friends. My 
final analysis is this: if you love cre- 
ating things and have lots of 
patience, MySims is worth a look, 

wg but if you're hoping 
for acute virtual 
neighborhood to 
inhabit, Animal 
Crossing: Wild 
World is a better 
place to settle. 
—Scort P. 
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A WALK IN THE PARK 





CHIBI-ROBO: 
PARK PATROL 


RATING: 


PLATFORM: NINTENDO DS 
PUBLISHER: NINTENDO 
DEVELOPER: SKIP 

ESRB: EVERYONE 





Saving the world from evil and 
destruction are the usual goals of 
adventure games, so it’s refreshing 
that your mission in Chibi-Robo: 
Park Patrol for DS is to save just a 
tiny corner of the planet from pollu- 
tion and neglect. Fortunately for 
players, having diminished responsi- 
bility doesn’t mean that less fun 
awaits. As а four-inch-tall robot-a 
sort of eco-minded Energizer 
bunny-your great challenge is to 
turn a barren city park into а wel- 
come retreat for citizens. Your tasks 
will include planting flowers, restor- 
ing infrastructure, befriending toys- 
in-need, upgrading your capabilities, 
exploring the town, and battling the 
ecologically challenged Smogglor 
and his flower-zapping Smogling 
buddies, who are bent on wrecking 
your efforts to beautify the town. 
Lending a helping hand are your 
quirky new friends—like Francois the 
marionette, who longs to be free of 
his strings, and Pop and Fizz the 
soda-peddling, sidewalk-surfing 
penguins; after you help them out of 
apinch they'll return the favor by 
working on special projects such as 
building paths, repairing bridges and 
so forth. Everything in Chibi's world— 
items and services alike—exacts а 
cost in Watts, which serve as curren- 
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су as well as energy, so collecting 
Happy Points and converting them 
to Watts is your first priority. The 
game's chatty characters, particular- 
ly Chet, your computer buddy, gently 
guide you through the story and 
keep you focused on the important 
tasks at hand. Like the original 
GameCube Chibi-Robo, the Chibi 
sequel is a leisurely affair with gentle 
messages. 

Whereas Park Patrol aims to 
touch your heart and social con- 
science, a big part of the game's 
appeal is that you can touch it, too; 
viathe DS's touch screen you'll 
manipulate most of Chibi's tools, 
Spinning a record to create music, 
pumping a water-sprayer to give 
your flowers a drink, pedaling a bike, 
digging holes, plugging into outlets 
to charge up your battery. It's curi- 
ous that the developers stopped 
short of committing all the game's 
controls to the touch screen, 
because using both buttons and 
touch creates disruptions in the 
game's flow as you switch between 
button and stylus actions. But apart 
from some awkward control 
moments and the limited motion of 
the game's camera, Chibi includes 
few obstacles to enjoyment. 

If stress and superhuman chal- 
lenges are what you seek, seek them 
elsewhere. But if the doctor pre- 
scribed a leisurely paced game that 
gives one a sense of accomplish- 
ment and lifts the spirit with humor, 
then Chibi’s excursion on DS will go a 
long way toward curing your video 
game blues. —Scorr P. 
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LOONEY TUNES: 


ACME ARSENAL 
|RATING: 3.5 | 


PLATFORM: Wii 
PUBLISHER: WB GAMES 
DEVELOPER: RED TRIBE 
ESRB: EVERYONE 10+ 


Looney Tunes: Acme Arsenal seems 
like it was made as an excuse to show 
off shiny new CG cut-scenes featuring 
the Looney Tunes crew. These pre- and 
post-level cinematics look top-notch, 
and they're even funny (if slapstick 
humor is your thing). The gameplay, on 
the other hand . . . well, Daffy says it 
best: “That’s despicable!” When the 
focus is on shooting (as in the Wild West 
or war levels) or driving vehicles (which 
accounts for two stages), the action is 
passable, but the rest of the game is a 
monotonous melee-based wagglefest 
that gets old awfully fast. The levels are 
poorly designed and feature extremely 
rudimentary architecture (although the 
game does look slightly better than the 
initial foggy, draw-in-plagued stages 
indicate), and the spin maneuver— 
essential for some of the game's plat- 
forming bits—is infuriatingly unrespon- 
sive. | give the creators props for 
mapping the camera controls to the 
remote's Control Pad (other developers 
take note!), but I'd be more impressed if 
the game were fun. —CHRIS H. 


LOONEY TUNES: 
DUCK AMUCK 


PLATFORM: NINTENDO DS 
PUBLISHER: WB GAMES 
DEVELOPER: WAYFORWARD 
ESRB: EVERYONE 





As clever and funny as any DS game in 
recent memory, Duck Amuck is based 
on the 1953 classic short in which an 
unseen animator (later revealed to be 
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Bugs Bunny) torments Daffy Duck by 
changing the scenery, erasing his body, 
and generally making him quacking 
mad. The story in the DS adaptation is 
told through 22 stylus-driven mini- 
games that you unlock by interacting 
with Daffy on the blank-slate main 
screen. After you slice through Daffy's 
midsection, for example, the duck-cut- 
ting game Daffy Divided challenges you 
to do the same to a gaggle of Daffys 
that get smaller as you progress. The 
trials do a good job of testing your sty- 
lus-manipulating skill, but are thin in 
terms of strategy. The real charm of the 
game comes from Daffy's animated 
reactions to your meddling, done with 
such a pitch-perfect style that it would 
have made the late Chuck Jones proud. 
—GEORGE S. 





PLATFORM: NINTENDO 05 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EXIENT LIMITED 
ESRB: EVERYONE 


EA takes its soccer seriously, scrupu- 
lously scouting the world's major 
leagues so its FIFA series has up-to-the- 
minute realism, and that's true of the 
DS edition as much as it is of the Wii 
version. Remarkably detailed graphics, 
unparalleled voice commentary, intu- 
itive control options, deep manage- 
ment features, and a great variety of 
modes bring home the full soccer expe- 
rience. FIFA 08 gives you ample ways to 
get your kicks, from quick single-player 
or multiplayer matches, to Nintendo 
Wi-Fi Connection options that allow you 
to view leader boards, update squads, 
download new scenarios, and play 
matches against friends or online FIFA 
fans. If you're as serious about your 
soccer as EA is, then FIFA 08 won't dis- 
appoint. —Scorr P. 
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TIGER WOODS PGA 


TOUR 08 


PLATFORM: Wii 

PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA SALT LAKE 
ESRB: EVERYONE 


What a difference a half year 
makes. Just six months ago we were 
reporting on the mediocrity of Tiger's 
first effort on Wii. But just like Tiger 
himself, Tiger Woods PGA Tour 08 fin- 
ishes the year on top. It not only fine- 
tunes the Wii swing mechanics and 
restores many of the modes lacking in 
the 2007 version, but graphical 
enhancements make it much more 
realistic from tee to green. Taking a 
perfect swing demands steady motion 
and a good feel for how hard you want 
to hit the ball. Rushed, jerky motions 
will sometimes be misrecognized by 
the Wii remote (especially while chip- 
ping near the green), causing some 
major frustrations. But once you get 
the timing down, you don't need to 
look at some power meter to know 
how hard you hit it-it just feels right. 
You can also put a draw or a fade on 
the ball by adjusting your wrist angle 
through your swing, but it doesn't 
work quite as consistently as it 
should—you end up hitting a lot of 
shots straight (and into the trees) that 
you intended to curve. 

New texturing and better grass 
effects provide a more organic feel to 
the courses, which helps not only in 
aesthetics, but also in gameplay. You 
have a better view of the ball, and bet- 
ter ability to judge distance when 
gauging your next shot. On the other 
hand, you don't have much preshot 
camera control, which sometimes 
makes it hard to see your landing tar- 
get, particularly over big elevation 
changes. 
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The game modes offered are var- 
ied and flexible—you can begin a sea- 
son tournament, hop out and play a 
Tiger Challenge contest, then go back 
and finish the tournament. Add in 
arcade-style minigames and a feature- 
rich multiplayer set, and Tiger Woods 
08 will be hard to put down. 

—CHRIS S. 


TIGER WOODS PGA 


PLATFORM: NINTENDO 05 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA TIBURON 
ESRB: EVERYONE 





I didn’t think it was possible for a DS 
golf game to rival the experience of 
golf on Wii, but Tiger Woods PGA Tour 
08 does so with style. As you might 
imagine, the stylus becomes a virtual 
club, but it’s also used to set up your 
shot, pick targets, choose options, and 
tap into Nintendo WFC matches. The 
easy-to-use but powerful interface is a 
big part of what makes this game a 
winner. The backswing (moving back- 
ward on the touch screen) sets up the 
shot's power, and the follow-through 
(a forward motion) determines your 
hook or slice. But that's just the begin- 
ning of the golfing goodness: tourna- 
ment courses like Pebble Beach and 
St. Andrews will challenge your shot- 
making skills; PGA Tour pros include 
Tiger, Vijay Singh, Annika Sorenstam, 
and many more top players. You can 
create your own character, of course, 
and then set up a foursome with a 
local wireless connection or with play- 
ers joining online. The putting power 
scale is a minor annoyance as its color- 
coded meter doesn't designate the 
distance of each bar, but overall, this 
Tiger Woods edition is a master. I'd 
give it a green jacket! —Scorr P. 
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DK JUNGLE 


CLIMBER 


PLATFORM: NINTENDO DS 
PUBLISHER: NINTENDO 
DEVELOPER: PAON 

ESRB: EVERYONE 


Although not a true sequel, DK Jungle 
Climber apes, err... bears a few simi- 
larities to its GBA predecessor DK: King 
of Swing. For one, you control DK 
almost completely via the L and R 
Buttons; the L Button closes his left 
hand, and the R Button closes his right 
hand. If one of DK's hands should land 
ona peg, he'll automatically rotate 
around the peg until you release the 
button. If you happen to close his other 
hand on another peg, DK will stay still 
until one or both buttons are released. 
And if one hand grasps a rock while 
spinning, DK can take careful aim and 
fire it across the screen. However, that's 
pretty much where the similarities to 
King of Swing end. Jungle Climber defi- 
nitely outdoes its counterpart in the 
graphical department. King of Swing 
had a very cartoony hand-drawn look, 
whereas this game looks much more 
like the DK’s Renderware SNES outings. 
This time around, you'll appreciate the 
help of Diddy Kong as he not only гер- 
resents an extra life, but he'll ride on 
DK's shoulders and allow for long-range 
attacks that prove incredibly useful in 
defeating enemies. Jungle Climber 
keeps you very busy collecting; most 
items just increase lives (bananas, K-O- 
N-G letters, Banana Coins), but others 
are much more enticing, such as oil 
barrels that (if you collect enough of 
them) allows access to а hidden island 
on each world. The game's downside is 
its difficulty—it's easy to get frustrated 
when using just your untrained index 
fingers to control your character. The 
bottom line: Jungle Climber is much 
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better than its predecessor, but it just 
might drive you bananas. —Pete M. 


WORMS: OPEN 
WARFARE2 


PLATFORM: NINTENDO DS 
PUBLISHER: THQ 
DEVELOPER: TWO TRIBES 
ESRB: EVERYONE 10+ 





Whether you're brand-new to the 
Worms franchise (like me) or you’ve 
played all the games, Worms: Open 
Warfare 2 is a great 2-D entry in the 
series (and a great entry point to it). 
There's a very easy-to-learn tutorial 
(skippable for those who are pro 
Worms players) that quickly introduces 
you to the easy-to-learn, difficult-to- 
master gameplay. Essentially, you con- 
trol a team of worms bent on destroy- 
ing another team of worms, using a 
variety of interesting weapons 
(Bazookas, Exploding Sheep, Ninja 
Ropes, etc.). Most of the gameplay 
relies on estimating of just how far an 
enemy worm is from your worm, and 
then using the right tool for the job. ОЁ 
course, some of the better weapons 
have limited quantities (Homing 
Missiles, Air Strikes) but you just have to 
make the best of what you have. If 
you've played the first Open Warfare on 
the DS you'll want to play this one; it 
trumps it by leaps and bounds-better 
map/camera control, more weapons, a 
more-robust single-player experience, 
and the ability to customize your team 
of worms as well as edit your own team 
flag. The Nintendo Wi-Fi Connection 
component is noteworthy too, com- 
plete with updated leaderboards (you 
know; for smack talk). Despite some 
frustratingly expert-level Al in the com- 
puter opponents, Open Warfare 2 is one 
you don't want squirming away from 
you. —РЕТЕ М. 
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CRASH OF THE 
TITANS 
|RATING: 6.5 


PLATFORM: Wii 

PUBLISHER: SIERRA 

DEVELOPER: RADICAL ENTERTAINMENT 
ESRB: EVERYONE 10+ 





Some games take a single premise or 
mechanism and make an engrossing, 
dynamic experience out of it (see 
Dewy's Adventure or Drill Dozer, for 
example). Crash of the Titans, however, 
relies on one maneuver as its big hook, 
and it’s just not enough. Crash is essen- 
tially а beat-em-up game based on the 
ability to “jack” into your enemies—you 
take over control of them and use them 
to fight against other monsters. It's a 
decent idea and competently executed, 
but it’s rather dull after the millionth 
time you've done it. There's a little plat- 
forming mixed in to break up the 
monotony of the fights, but it's not chal- 
lenging or original—jacking could've 
played a huge role in this aspect of the 
adventure. A fixed and unforgiving 
camera also makes the platforming 
experience frustrating. 

—CHRIS S. 


Ian DETECTIVE2 
EXIT 


PLATFORM: NINTENDO DS 
PUBLISHER: ATLUS 
DEVELOPER: BEE WORKS 
ESRB: EVERYONE 





While Touch Detective 2 1/2’s title 
should give you a good idea of the 
quirky sense of humor found in this 
graphic-adventure sequel, it's not really 
an appropriate name. The game looks 
like the original, plays like the original, 
and uses many of the same characters 
and locations as the original. Not that 
that's bad—the point-and-click mystery- 
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solving adventure is once again perfect- 
ly suited to the DS from a gameplay 
standpoint, plus it boasts great anima- 
tion, excellent writing, and endearing (if 
extremely bizarre) characters. The 
developers have even made the game 
less frustrating than its predecessor by 
making it easier to see interactive 
objects and providing visual clues when 
there’s a less-than-obvious task to per- 
form ina given environment. 
Unfortunately, a heavy reliance on arbi- 
trary dialogue triggers to advance the 
story detracts from the game; it’s at its 
best when you're solving item-based 
puzzles. | was also let down by the 
story. Although an overarching plot ties 
the game's five main episodes together, 
it hardly feels resolved by the time the 
credits roll. —CHRIS Н. 
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DEVELOPER: M2 
ESRB: EVERYONE 


Namco Bandai's latest arcade collection 
contains stellar arcade hits along with 
some sentimental favorites: Pac-Man, 
Galaga, Galaxian, Xevious, Mappy, The 
Tower of Druaga, and Dig Dug-all sim- 
ple to learn and play and virtually 
impossible to master. Multiplayer Pac- 
Man Vs. is included in a version featur- 
ing a single-card wireless download 
option. The collection is stuffed with 
nostalgic goodies, such as a “music 
box” for playing classic sound effects 
and tunes, game descriptions, original 
flyers, even virtual DIP switches to 
change game settings. One gripe: the 
sprites are just too tiny on the DS to 
give you an authentic sense of playing 
the original. It's a small price to pay. 
—Scorr Р. 
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DANCE DANCE 
REVOLUTION: 
HOTTEST PARTY 
RATING: 8.0 


PLATFORM: 
PUBLISHER: KONAMI 
DEVELOPER: KONAMI 
ESRB: EVERYONE 10+ 





Dance Dance Revolution has been 
luring gamers off their sofas for years, 
making the franchise a perfect fit for 
Wii fans. All versions of DDR require a 
dance pad beneath your feet (you can 
buy a version of the game with the 
pad packed in, or use the one from the 
GameCube's Dance Dance Revolution: 
Mario Mix), but Hottest Party also 
demands a Wii remote and nunchuk in 
your hands. All of the songs mix hand 
icons among the left and right arrows, 
which can be cleared with a swing of 
the remote or nunchuk in any direc- 
tion. It's a simple addition, but the 
effect is huge; years of playing DDR 
have blazed a synaptic highway from 
my eyes to my feet, and rewiring my 
brain to correctly process the hand 
icons was surprisingly tough. It's 
worth the brain tangles—the hand 
actions contribute a lot to the experi- 
ence, especially in Workout mode, 
where they transform step aerobics 
into a full-body workout. 

However, the hand actions are sure 
to be controversial among longtime 
fans, and detractors will find no 
recourse on the options screen. 
There's no way to replace the hand 
icons with foot arrows to re-create the 
standard arcade-style DDR experi- 
ence, nor is there any way to turn off 
the Mario Mix novelty arrows that 
move diagonally around the screen or 
require two stomps to clear, and so on. 
These aren't bad additions by any 
means, but it's a shame that once 
again, Konami has denied Nintendo 
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fans a proper arcade mode. But with a 
great song selection, a wide variety of 
modes, and new icons that evolve the 
series’ formula, there are still plenty of 
good reasons to RSVP to Hottest Party. 
—Casey L. 


DRAWN ТО LIFE 


PLATFORM: NINTENDO 05 
PUBLISHER: THQ 
DEVELOPER: 5TH CELL 
ESRB: EVERYONE 





Agame like Drawn to Life will no 
doubt garner its share of critics. The 
platforming adventure that makes up 
the bulk of the gameplay is incredibly 
easy; veterans of Yoshi’s Island DS and 
other brutal platforming slogs will like- 
ly dismiss it as a baby game for babies. 
If you only look only at the core game— 
acute tale about cute creatures called 
Raposas who need someone to fix their 
cute town and save them from a dead- 
ly, but cute, villain—those critics might 


-hàve a point. But Drawn to Life has a 


е ace up its sleeve that renders it 
ir mune to most types of traditional 
Video game criticism: you can play the 
game using characters you actually 
create. If you have no interest in art or 
DIY game design, then you should 
steer clear of DTL, but if you're itching 
to cook up some digital art, you'll have 
a blast. Although it's a fairly easy 
game, it isn't broken or boring. The 
mild challenges are even more enter- 
taining when, say, you draw an alliga- 
tor where there should be a cloud or a 
roofing nail where there should be a 
spring. The core game is well thought 
out, too. The Raposas' troubles-initiat- 
ed by their ill-advised devotion to you, 
their alleged creator—offer up count- 
less opportunities to jack up their 
weird little world with your demented 
designs.—Drew W. 
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Diswey’s AMERICAN DRAGON: 
Јаке Lone—Dosz 

DRAGON BALL Z: HARUKANARU 
Densersu 

Dynasty Warriors DS: 
Fighter's BATTLE 


ELITE BEAT AGENTS 
ERAGON 

ETRIAN ObYsstY 

F-24 STEALTH FIGHTER 


FANTASTIC FOUR: RISE OF 
THE SILVER SURFER. 


FIFA 07 

FINAL FANTASY IIL 

FINAL FANTASY FABLES: CHOCOBO TALES 
FLIPPER CRITTERS 

FLUSHED AWAY 

Fossit LEAGUE О.С. 

FULLMETAL ALCHEMIST: DUAL SYMPATHY 


FULLMETAL ALCHEMIST TRADING 
CARD GAME 


GARFIELD S NIGHTMARE 

GLORY DAYS 2: BROTHERHOOD OF MEN 
Gunpey 05 

HARLEM GLOBETROTTERS WORLD TOUR 


HARRY POTTER AND THE ORDER 
OF THE PHOENIX 


HEROES OF MANA 


Hi НІ PUFFY AMIYUMI: 
HoSHIGAMI REMIX 


Horet Dusk: Room 215 
INUYASHA: SECRET OF THE DIVINE JEWEL 


I2UNA: LEGEND OF THE 
UNEMPLOYED NINJA 


Justice League Heroes 
Kim Posstete: GLOBAL GEMINI 
Kirey: Squeak SQUAD 

KONAMI CLASSICS SERIES: ARCADE HITS 
Lost IN BLUE 2 

Luminous ARC 

Lunar KNIGHTS 

MADDEN NFL 08 

MAGE KNIGHT: DESTINY’S SOLDIER 
MAGICAL STARSIGN 

MARVEL TRADING CARD GAME 
MEET THE ROBINSONS 

MEGA MAN STAR FORCE 

Мето: Disney MAGIC 

Micro MACHINES V4 

Monster Вомвев 

My FRoGGER: Toy TRIALS 

Naco вне 

NARUTO: NINJA COUNCIL 3 

NEED FOR SPEED: CARBON 
NERVOUS BRICKDOWN 


NICKTOONS: BATTLE FOR 
VOLCANO ISLAND 


 OPERATION-VIETNAM 
Over THE HEDGE: HAMMY Goes NUTS 
PET ALIEN 


PHOENIX WRIGHT: ACE ATTORNEY 
JUSTICE FOR Au. 


Picross DS 


PIRATES OF THE CARIBBEAN: AT 
Моко Емо 


PLANET PUZZLE LEAGUE 
Росо ISLAND 
Рокёнон DIAMOND/PEARL 


POKÉMON MYSTERY DUNGEON: 
POKÉMON RANGER 


Prism: LIGHT THE WAY 


PROFESSIONAL FISHERMAN'S TOUR: 
NORTHERN HEMISPHERE 


Рите Quest: 
CHALLENGE OF THE WARLORDS 


Quickspot 

RACE DRIVER: CREATE & RACE 
RAFA NADAL TENNIS 
RAYMAN RAVING RABBIDS 


RUNE FACTORY: А FANTASY 
Harvest Моон 


Scoosy-Doo! Мно WATCHING Мно? 
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Etrian Odyssey didn't quite 
get its due in the original 
review, nor from Chris H.'s 
ignorant follow-up in V218. 
This brutally difficult dun- 
geon-crawler is not for kids or 
beginners, but old-school RPG 
fanatics who love to obsess 
over custom maps and char- 
acter stats will find a great 
many hours of enjoyment 
within. And the Yuzo Koshiro 
soundtrack rocks. Mine shall 
bethe final word: Etrian 
Odyssey - old-school RPG 
greatness. —Casey L. 


>OPERATION: 
VIETNAM 


RUNE FACTORY: 





Asa longtime veteran of the 
Harvest Moon series, | was 
pretty taken aback at first by 
the wildly different look. | got 
used to the graphic style and 
the more-serious tone of 
Rune Factory, but | still can’t 
say І really enjoy all the 
changes. As an action-RPG, 
the combat isn't refined to the 
level of other games of its ilk- 
I'll play а Mana game if | want 
to dungeon hack. | really do 
appreciate the effort to take 
the Harvest Moon series in 
new directions, but there has 
to bea better way of going 
about it. —cumis S. 


THE SETTLERS 

SHREK THE THIRD 

SimCity DS 

THE Sims 2 PETS 

SNK Vs. Capcom CARD FIGHTERS DS 


SPEctRoBES 
SPIDER-MAN 3 
SPIDER-MAN: BATTLE FOR NEW YORK 


‘SPONGEBOB SQUAREPANTS: 
CREATURE FROM THE KRUSTY Кале 


STAR TREK: TACTICAL ASSAULT 
STAR WARS: LETHAL ALLIANCE 
STEEL HORIZON 


TAMAGOTCHI CONNECTION: 
ConNERSHOP 2 


THAT'S So RAVEN: PSYCHIC ON THE SCENEN/A. 


THEME PARK 
Time АСЕ 

TMNT 

Том AND JERRY Tates 

Toms RAIDER: LEGEND 

Tony Hawk's DOWNHILL Јам 
Тотацу Spies! 2: UNDERCOVER 
Touch Derecrive 

Touch THe Dean 
TouchMaster 
TRANSFORMERS: AUTOBOTS 
TRANSFORMERS: DECEPTICONS 
TRIONcUBE 

WARIO: MASTER OF DISGUISE 
Tat Wito West 


WINNING ELEVEN 
PRO EVOLUTION SOCCER 2007 


XIAOLIN SHOWDOWN 
Yosur's ISLAND DS 
YU-GI-OH! SPIRIT CALLER 


Yu-Gi-OH! Worto CHAMPIONSHIP 
TOURNAMENT 2007 





GAME BOY ADVANCE 


ARTHUR AND THE INVISIBLES 
AVATAR: THE LAST AIRBENDER 
BACK To STONE 

BATTLE B-DAMAN: FIRE SPIRITS! 
BIONICLE HEROES 

BRATZ: FOREVER DIAMONDS 


рівне з AMERICAN DRAGON: 
JAKE LONG—ERAGON 


FIFA 07 

FINAL FANTASY V ADVANCE 
FINAL FANTASY VI ADVANCE 
FLUSHED AWAY 


Foster's HOME FOR IMAGINARY FRIENDS N/A 


бноѕт River 

HARLEM GLOBETROTTERS WORLD TOUR 
Justic LEAGUE HEROES: THE FLASH 
MAZES OF FATE 

MEET THE ROBINSONS 

Naruto: NINJA COUNCIL 2 

NEED FOR SPEED: CARBON 


NICKTOONS: BATTLE FOR 
VOLCANO ISLAND 


Over THE HEDGE: НАММУ GOES NUTS. 


PIRATES OF THE CARIBBEAN: 
Рокёмон MYSTERY DUNGEON: 
Reo RESCUE TEAM 


POLARIUM ADVANCE 
SHREK SMASH № CRASH RACING 
THE Sims 2 Pers 

SONIC THE HEDGEHOG GENESIS 


‘SPONGEBOB SQUAREPANTS: 
CREATURE FROM THE KRUSTY KRAB 


SUMMON NIGHT: SWORDCRAFT STORY 2 


SUPER ROBOT TAISEN: 
ORIGINAL GENERATION 2 


TMNT 

Том AND JRRY TALES 

Tome RAIDER: LEGEND. 

Tony Hawk's DOWNHILL Jam 
TOTALLY SPIES! 2: UNDERCOVER 
Үссова UNION 
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We didn’t see as much cosplay this year as we 
have in years past, but this sharply dressed 
duo from Phoenix Wright proved the wisdom 
of the axiom “quality over quantity.” 


People stopping by Nintendo’s booth on the show floor got their fill of Metroid Prime 3: 
Corruption and Mario Strikers: Charged. Gamers could also get a sneak peak at Fire 
Emblem: Radiant Dawn, the first game in the series to come to Wii. 


NINTENDO POWER. 








No, no one bronzed their Wii remote— 
that shiny controller is something that 
Nintendo fan Michael H., along with his 
classmates Matt, Andrew, and Jeff, 
crafted in machine shop class. The 
foursome created the faux remote out 
of a 6" by 2” by 2" block of aluminum, 
then-after measuring the dimensions 
from a real Wii remote—cut it down to a 
more-accurate size with a mill. The 
group drilled holes for the speaker, and 
carved out square-shaped buttons 
before filing them into circular form. 
Over the course of a month, Michael 
and company sanded, filed, curved, 
and polished the project to create the 
authentic-looking Wii remote seen 
here. The group made four aluminum 
remotes in all. —CHRIS H. 


FOOD 


oo 
ОАЕ 


You can't play games with Michael Н. 
and friends’ aluminum Wii remote 
(right), but it sure looks spiffy. 


Mario Takes the Cake 


Plenty of beautiful, 
Nintendo-themed desserts 
have graced the pages of 
Community, but this 
extraordinary wedding cake 
may be the best we'll ever 
see. NP reader Kizunaryushi 
sent in this photo of the 
cake from her cousin's wed- 
ding. The wedding's Mario 
theme didn't stop with this 
awesome creation; the DJ 
serenaded the couple with 
the Super Mario Bros. 
theme song during the 
reception. 

—Curis S. 





We love fan art—particularly when the 
artists get good grades for their works 
in the process. Students Jeremy P., 
Eileen K., Jeremy L., and Greg L. col- 
laborated to create these amazing 
glass-enamel designs for art class. 
They were far more prolific than we 
have space to show-in addition to the 
works seen below, they created repli- 
Cas of Captain Falcon, Ness, and 
Donkey Kong, to name a few. 

—CHRIs S. 














Plug in and geek out with 
the rest of the Nintendo 
community. 







Northwest 
Classic Games 






Northwest old-school 
gamers looking to share 
their passion for classic sys- 
tems are invited to the 
Northwest Classic Games 
Expo in Portland, Oregon. 
The event will feature 
opportunities to buy and 
Swap rare games, as well as 
to participate in tourna- 
ments. Check out nwcge.org 
for full details. 


E for All 
о 






















Looking to get your hands 
оп some of the big games 
coming out this holiday sea- 
son? Check out E for All, а 
huge gaming event—open to 
the public—in Los Angeles. 
Nintendo will be there with 
playable demos and plenty 
of other surprises. Head to 
eforallexpo.com for more 
information. 














Month of Pokémon 
at Nintendo World 
October, 2007 

The Nintendo World store is 
gearing up for a full month 
of Pokémon in October. The 
activities include Manaphy 
giveaways, demos of the 
Pokémon Trading Figure 
game, and special opportu- 
nities involving the 
Pokémon Global Trade 
Station. If you're in NYC, 
stop by frequently to check 
out the Pokémon of the 
Week, as well. 
































The Big N is coming to a 
mall near you this fall! Look 
for kiosks displaying some 
of the most anticipated 
games from Nintendo at 
over 50 locations across 
North America. The first 
wave of games you can try 
out includes Metroid Prime 
З and Mario Party 8. Head 
to wii.nintendo.com/ 
malltour_07,jsp to find out 
when the tour will be in 
your neighborhood. 
























ART OF THE MONTH 


Samus Sketches 


In Volume 220 we featured official concept art 
from the developers of Metroid Prime 3. Judging by 
the entries we received for this month’s contest, 
the official artists better be scared—plenty of tal- 
ented folks are ready to take their jobs. 





ARTIST: SUBJECT: 
DONUT_SPAWNLING METROID PRIME 3: 
CORRUPTION 





à COMPUTER- 


ARTIST: SUBJECT: 
VEGA101 METROID PRIME 3: 
CORRUPTION 


Looking to submit art for the first time and not sure what to do? Visit 
forums.nintendo.com for details. Be sure to read the rules before 
you post your masterpieces. 










Reader Review 


Each month we encourage our readers to submit 
reviews of games, but remember to follow the rules: keep them 
under 300 words, and check your spelling! If you'd like to submit a 
review for NP, first become an NSider at Nintendo.com. Then head to the 
Reviews forum and submit your game critique. Reviews are selected 
based on overall writing quality, objectivity, and game knowledge. 








Mario Strikers: 
Charged 


Reviewed by: SPMPIXL 


The sequel to GCN's bestseller 
Super Mario Strikers is finally 

here and it's back and better than 
ever. Mario Strikers Charged keeps 
the old features of Super Mario Strikers 
that we came to know and love and adds some 

new features, including Nintendo Wifi Connection. 

With the help of the Wii Remote and Nunchuk, Mario and 
friends can take down their opponents and score massive 
goals. This time around, it's not only you that can score 
these "megastrikes"—your sidekicks can also score in cool 
ways that can be used to your team's advantage. Unlike 
your main character, the sidekicks can only score one goal 
at a time, but their shots may be the difference in winning 
a game. The whole Mario gang can use power-ups to per- 
form various abilities, as well. For example, with Mario's 
power-up, you can grow huge and become Super Mario. 

The best part about this game is the multiplayer mode. 
Almost everything you do in Charged's single-player you 
can do in multiplayer. Via Nintendo Wi-Fi Connection, you 
can team up with another player online. In each Charged 
Wi-Fi game, you are paired up with a person of roughly the 
same rank. You play three rounds against your opponent, 
and the best two out of three wins. There is a ranking sys- 
tem over Wi-Fi Connection which works well, too—If you 
beat your opponent, your rank will go up, and vice-versa. 

Overall, Mario Strikers is a great game and it makes a 

great addition to the Mario sports family. 

If you haven't picked it up already, 

| would highly suggest that you 

do so. Whether you're scor- 
ing a goal, passing the ball, 
or doing a special move, 

you'll always have fun 
playing Mario Strikers 

Charged. 








ii OF THE MONTH 


Ó Back in the Game 


We decided to get back to our roots and show some of the best Miis 
inspired by the video game world. Karsan and Jack's use of sunglasses for 
their Chao's feet is particularly creative, and Collin's Igarashi is spot-on. But 
in the end, Scott's Tingle Mii took the cake: he chose a difficult subject and 
made a Mii that was both artistic and recognizable. Great job! —Curis S. 


Runners-Up: 





Koji Igarashi, by Collin 5. 





Chain Chomp, by Chris М. 


Koopa, by Ryan O. 















Tingle- 
Tingle, 
Kooloo- 
Limpah! 







Winner 


Tingle, by 
Scott H. 





тнє 
Wii 
Wheelin’ 


We wanna give a tip of 
the cap to our new favorite 
NASCAR Nextel Cup driver, 
Greg Biffle. The pilot of the 
blue-and-white #16 Wii 
Ford Fusion drove his way 
to 10th place at Watkins 
Glen on August 12. Look for 
Greg to tear up the track at 
Dover on September 23. 
—Curis 5. 





SCREEN TEST 


Jurassic Sonic 


Our clever readers really dug their teeth into Volume 21915 screen test- 
check out some of the best captions below. This month we're giving you more 
to chew on from Sonic and the Secret Rings. Think you've got a caption good 
enough to make us giggle? Send it to community@nintendopower.com. 


VOLUME 219’S SHOT 


"They said Animal Crossing would be different оп the Wii. . . ." 
—StormCommander 


"It's okay, Calvin. Come here and give buddy Hobbes a hug." —Jonathan S. 
"Gangsta bling has gotten ridiculously out of hand. . . ." —FESTIZIO 
"Humans—they're бгггггггггггеаї!" —Tyler М. 

"Guns don't kill people; tigers kill people." —jsanti16 

"He's endangered, but I'm in danger!" —Ashli T. 

"| already told you, I'm NOT Sigfried! So get off me!" —DADDYGAME 

"Eeney, meeny, miny, moe, catch a tiger by the . .. ARGGGHHH!" —Evil Genius 
"І don't have any Purina on me! Honest!" —ArcaneYoshi 


THIS MONTH'S SHOT 


AU 627 





“Whatever you do, don’t look back.” 


599 


JU / ZZE 


Decembetr 


NEXT 
MONTH . 


The holidays are approach ing ri apidly, and the | 


number of incredible Wii and DS sames 








SMASHING 
PEACHES 


Nintendo Power brings you the first hands-on preview of the 
Wii game every Nintendo fan has been aching to play—Super 
Smash Bros. Brawl. Let the havoc begin! 


GALAXY FEST 


Just as there are countless mysteries in the Milky 
Way, Super Mario Galaxy is filled with secrets. 
We'll reveal even more surprises next month. 


PURE GOLD 


Who could have predicted it would come to this: 
Mario and Sonic competing for Olympic gold? 


AND SO MUCH MORE 


We'll explore the Eternal Ocean, uncover the latest 
news on No More Heroes, prep for Trauma Center: 
New Blood and give our two cents about every 
game on your wish list. 


CONTACTS 


GET ‘N TOUCH WITH NINTENDO 





NINTENDO ONLINE 
Your official Nintendo online source. 
www.nintendo.com 


GENERAL QUESTIONS 
Visit www.nintendo.com 
or e-mail us by visiting: www.nintendo.com/consumer/webform.jsp 


If you are unable to find what you need at our website, contact us at: 

1-800-255-3700 

(1-800-422-4281 TDD) 

Note: 6 a.m. to 7 p.m. Pacific Standard Time, every day. French- and Spanish-speaking 
representatives are available. (We are unable to answer gameplay questions on this line.) 


SYSTEM SETUP, TROUBLESHOOTING & REPAIR 
Visit www.nintendo.com/consumer 


INFORMATION REGARDING NINTENDO WI-FI CONNECTION 
Visit www.nintendowifi.com 


POWER LINE 

1-425-885-7529 

Prerecorded Game Tips and Future Product Information 

Get complete game walk-throughs on the most popular games for Nintendo systems. 
This call may be long-distance, so be sure to get permission from whoever pays the 
phone bill before you call. For a complete list of games available on the Power Line, 
check out: 

www.nintendo.com/consumer/gameplay/powerline.html 


NINTENDO POWER SUBSCRIPTIONS, RENEWALS, 
BACK ISSUES, PLAYER'S GUIDES AND MORE 
Visit www.nintendopower.com 


CONTACT US 

Nintendo Power 

Р.О. Box 97033 

Redmond, WA 98073-9733 


community@nintendopower.com 
pokemon_community@nintendopower.com 
pulse@nintendopower.com 

E-mail sent to the above addresses will not receive a response. 


ESRB GAME RATING INFORMATION 

To contact the ESRB or for more information, visit www.esrb.org. 

The Entertainment Software Rating Board evaluates each game's content and assigns 
one of the following ratings to reflect the appropriate age group for the game. 





Everyone (10+) Teen (13+) 


RATING PENDING 





Mature (17+) Adult (18+) Rating Pending 


VERTISING INQUIRIES 


video game-related: 

Jeff Bafus, Nintendo of America 
425-882-2040 
NP.advertising@noa.nintendo.com 
Non-video game-related: 
Peter Guenther, GMS 
847-985-0715 
pguenther@earthlink.net 


For rate card, ad specs and other advertising information, 
please send e-mail to: ads@nintendo.com 





Canadian postage paid at Mississauga, Ontario. Canadian Publication 
Agreement #40052563. Return undeliverable copies in Canada to: 
Nintendo of Canada, 110-13480 Crestwood Place, Richmond, BC, V6V 2)9. 
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Achieve Maximum Power! 


Renew now for only $19.95 U.S. ($2795 Cdn.) 
and pick any Player's Guide - FREE*! 


Each month we deliver big-time 

gaming content like inside info, т Official Pokémone Battle 
breaking news, the hottest previews, Revolution Player's Guide 
and honest reviews for Nintendo 
DS" and Wii™ games. It’s all the 
power any Nintendo fan could want! 
Renew right now for a super low 
$19.95 U.S. ($2795 Cdn.) and score | The Ultimate National Pokédex 
one Official Player’s Guide of your -Largest Guide ever. 

choice - FREE*! 
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* 
MS NOW ONLINE AT: 
NY 5 ae Or call toll-free 1-800-255-3700. VISA and MasterCard accepted with online and phone orders. 
eec You may also order by mail - just fill out the attached order form. 
ee 5 *Choice of one Player's Guide with paid subscription. Nintendo Power magazine and free gift will be shipped via bulk mail and may take 4 to 6 
N weeksin the U.S.A. and6 to 10 weeks in Canada for delivery. Offer good until 10/31/07 or while supplies last. ©2007 Pokémon. ©1995- 
2007 Nintendo/Creatures Inc./GAME FREAK inc™ & © are trademarks of Nintendo. ©2007 Nintendo. 
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Ourgoal TS to presene сіа55ісімідео game magazines SO Wiel 
(ӘЛЕГӘ пой lost permanently: 


People interested in helping out in any capacity, 
please visit 05 at retromags-com. 


No profitis madeifrom thesescans, nondo we offer anything 
аўа!абіе гот the publishers themselves: 


Ifyou come across anyone selling releases from 
this site please ао по support them апа до letus know: 


Thank you! 


